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Editorial 


Well, this is the last issue of 
1990. With this issue, Protoculture 
Addicts is closing an important 
period of its three years history. 
Firstly, we’ve been a quarterly 
publication since the beginning and 
have tried as much as we could to 
keep up to schedule. We have had a 
lot of demands for a more frequent 
rate of publication. It’ll a big 
challenge but next year we will 
begin publishing P.A. on a 
bi-monthly schedule. We will try to 
get the issues out as much on time 
as we can. Issue #11 is due for 
February. 


Secondly, we have changed our 
subscription service. We had a lot of 
problems with the bulk rate 
subscription service: it was cheaper 
for you but was also a much longer 
wait for the subscribers in 
comparison to the store buyers. 
With the new bi-monthly schedule, 
the subscription will now go on for 
six installments and start with the 
next available issue unless specified 
otherwise by the subscriber. The 
service will be made through first 
class mail. Since this costs much 
more than bulk rate, the fee will be 
quite higher: $18.00 US for the 
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USA, $21.00 can for Canada (please 
add appropriate GST taxes), and 
$24.00 US for oversea service. 
Requests for back issues will be 
answered as fast as possible. Prices 
are $3.00 for USA, $3.50 CAN for 
Canada and $4.00 US for oversea 
customers. Checks received after the 
shipping of #10 and following the 
old system will be converted to the 
new system and customers will 
receive between two and three 
issues depending on the amount of 
the check. Subscribers with service 
purchased in 1990 and continuing 
through a part of 1991 will have 
their subscriptions finishing with the 
expected issue and then asked to 
resubscribe with the new fee. That 
way, you won’t have to worry about 
your ongoing subscription: we will 
assume the additional costs. 


Finally, we have decided to drop 
the Official Robotech fanzine label 
and widen our focus to all Japanese 
animations and mangas without 
being centered mostly on one 
animation. This will cut our 
production delays by one step: 
which consist of the approval of 
Harmony Gold on all material 
published. This step had always 


suit issue? 
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taken a substantial amount of time. 
We will also be able to put the 
money we spent for a license on the 
rights of Robotech on what is 
needed to maintain a bi-monthly 
schedule. We also hope that our new 
vocation will get us recognition by 
people involved in the anime 
fandom in North America and that 
they will consider mentioning us as 
a Japanese animation and manga 
devoted publication. Even if we had 
been talking about things other than 
Robotech for a long time, it seems 
that for some people we still are a 
Robotech fanzine, nothing more. In 
the last articles I read on the 
Japanese animation cult following 
on this continent, I had the 
impression that some folks probably 
still thought that we were 
exclusively focused on Robotech, 
not needing being mentioned, and 
that there was only Animag out there 
for fans of Japanese animation. This 
was not true in 1990 and will 
definitely not be in 1991. We expect 
your support and thank you in 
advance for it. 
See you next year. 


Alain Dubreuil 


Why don’t you 
make a swim- 


A: Take a look 
to our Anime 
Shower Special | 


Tre VOICE OF FREEDOM FIGHTERS 


Dear Editor, 

It was appropriate for you three 
to comment/ editorialize/ memo- 
rialize as you did in #7 about the 
event of 1989-12-06 which 
happened very close to you. I give 
you survivors my sympathies. J also 
sympathize with those people who 
did not feel like writing anything 
about it. 

Incidentally, I thought your 
comments were better, somehow, 
than what I read in my newspaper. 
Thanks for sharing your thoughts. I 
think I already had these thoughts 
but I was pleased to see them 
spelled out and supported. 

I’m just beginning with 
ROBOTECH, but I can see that your 
three different remarks about it were 
relevant. 

Now I shall respond to 
Dubreuil’s statement, "I always 
come back to ROBOTECH’s 
message: war is absurd, killing is 
absurd, and the only sane thing to do 
about war, violence and killing is to 
try to put an end to it." He invites 
responses. 

I often look forward to the 
Galaxy as envisioned by Star Trek: 
The Next Generation and much 
written science fiction, in which all 
the stupid nationalisms of Earth are 
left behind. I can’t look forward to 
the Galaxy as envisioned by 
ROBOTECH, because of the wars 
on such a tremendous scale, but it 
does discard some nasty isms. 

Meanwhile, I say that one 
should have some moderate 
nationalism for one’s own nation. 
Sut nationalism taken to an extreme 
is just a step from Nazism. 

I can’t call myself a pacifist, 
because I think the Nazis were 
worth fighting in WW2, though I 
didn’t have to do it. But I regard 
myself as pacifistic. 

I don’t like the excessive 
violence in the AKIRA comic 
books, though I buy them. I like 
Tolstoi’s WAR AND PEACE -- the 
book and the American and Soviet 
films. It implies that war is absurd. 

I don’t like your random hit 
location tables. 

I like ASTROBOY. In part, it’s 
the story of a semi-pacifist who is 
continually forced to fight. I 
suspect that as a result, such 
pacifism as he has sometimes wears 
thin. The most violent story, told in 
episodes 48-49, carries the strongest 
pacifistic message: if you become 
twice as powerful, you’ll become 
half as intelligfent, and thus more 
easily defeated. This rounds out 
Dubreuil’s thought about the danger 


(or stupidity) of carrying guns. 

There are various ways of 
presenting any one idea, including 
marching in parades, and people 
should use whatever way suits them. 
The Astrostories present their best 
ideas in an abstract, metaphorical 
way. 

IT have a cousin who has learned 
all the military details of WW2, 
down to the calibers of the cannons, 
and about some other wars. He’d 
rather study real history than 
fictional history. He was quite 
annoyed when someone thought he 
was militaristically inclined, 
because he’s pacifistic, like me. 
He’s interested in history, politics, 
science fiction and fantasy fiction. 
For the last two, he’s content to read 
books. 

By the way, I’m trying to collect 
cartoons about the Meech Lake 
Accord, a very good subject for a 
variety of cartoons, though they 
exaggerate. Please, anyone, send 
me afew? It could make an 
excellent comic book. 

As Astro, le petit robot 
concludes -- bonne chance! 


Kerry McCutchon 
4045 Rae St. - 303 
Regina, Canada 
S4S 6Y8 


It’s comforting to see that 
someone actually feels the same way 
we do about gun control out there. 
What we mostly hear in the papers 
are people asking for the ’freedom’ 
of wearing any weaponry they feel 
like. If any of you disagrees, don’t 
just tell us, tel! THEM what you 
think. 

-JIC 


Dear Claude, 

I’m a subscriber to PA and since 
you have been soliciting input for 
the magazine, well I felt it would be 
a good time to drop you some lines 
to express my appreciation for what 
you and your staff have done with 
the magazine. I’ve enjoyed it a 
great deal. I became a fan of 
Robotech one day when sick at 
home I looked for something to 
watch and chanced on the second 
episode of the New Generation. 
Thereafter armed with my trusty 
VCR I was able to pick up the New 
Generation and the first few 
episodes of the Macross Saga. I was 
frustrated when the show vanished 
from the air with Rick protectively 
gazing down on Lisa Hayes in orbit 
of Mars. Then mercifully came the 
comic books. I broke down some 
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inhibition against buying a comic 
book just to find out what happened. 
I was astonished, Roy Fokker dead, 
Earth destroyed. This was very 
adult gritty stuff. No endless battles 
between the good guys and the bad 
guys. Indeed as with most wars 
yesterday’s bad guy is watching 
your back tomorrow. Then came 
the McKinney (Daley!) books and 
some good soul finally released 
decent quality videotape of the saga. 
I was disappointed when I got to the 
end of the saga till the Sentinels 
appeared. 

It appears the Robotech universe 
will continue to grow in one fashion 
or another. Who knows what will 
pop up next? I hope your magazine 
will be a part of that. 

Since you had a top ten female 
vote coming up, I’d like to register 
my vote. The first one is Lisa 
Hayes. She is an endearing 
character and one of the best I’ve 
come across in book or video 
format. The voice of Aline Leslie 
gives her a life that seems to extend 
beyond the dimensions of the TV 
screen. She reminds me of a certain 
shy, intelligent tall slim auburn 
haired grey eyed occasionaly fierce 
and often brave young lady of my 
acquaintance. Cleverly, I married 
her and after a far far briefer period 
of confusion than that blockhead 
Hunter. 

One of the nice things your 
magazine could do is introduce us to 
these people. What do they look 
like? What else have or are they 
doing? 

Well, back to the voting. My 
distant runners up to Lisa Hayes are: 
Miriya Parino, Marlene/Ariel, Marie 
Crystal, Claudia Grant and Rook 
Bartley. My thumbs down goes to 
Dana Sterling, for the reasons Daley 
gave and Lynn Minmei (arch villain 
and airhead). Actually Lynn isn’t so 
bad but she can grate on a person. 
She was such a better character in 
the Macross Movie. Lisa was 
correspondingly weaker but at least 
the triangle didn’t last years! 

For your various R-tech experts, 
I have some interesting (I hope) 
ideas. I’d like to see the military 
aspects of Robotech. The Macross 
saga was in most respect the most 
recognizable in conventional 
military terms. But the details are 
tantalizing and few. How many 
squadrons of VTs were there on 
Macross SDF-1? How many and of 
what mix of other mecha were on 
the vessel? Presumably extra mecha 
were pulled up from the carriers 
Prometheus and Daedalus. 


Incidentally, if you look in episode 
one, you’ll see these vessels or 
similar flying around. The clear 
implication is that these were 
spacegoing vessels of the type that 
jammed the skies in the Starblazers 
series. 

It’s curious that Vermillion 
group consisted of three fighters 
much like the British VIC type pre 
WW2 formation. If 3 fighters form 
a group, how many form a 
squadron? How exactly are they 
organized? 

The chain of command of the 
SDF-1 is also peculiar. There is 
such a mish-mash of Army Navy 
and Air Force ranks in Robotech. 
Gloval and the bridge team hold 
what appear to be USN rank-up. 
C.O. Gloval captain, X.O. Hayes 
originally a Lt (senior grade) later 
Lieutenant-Commander and full 
Commander. Hunter goes to the 
rank of Sargent, Dixon and Sterling 
are Corporals all despite being flight 
personnel, usually flight officers. in 
other countries. Yet Hunter flips 
over to naval rankings when he 
becomes an officer eventually. He 
and Hayes both end up as captains. 
Colonel Maistroff and various other 
Majors pop up - what are their ranks 
in this chain of command? 

In a way this is rather realistic. 
When the RDF arose, presumably 
every service clamored for a piece 
of the high-tech pie. Probably the 
ranks from the original services 
were given equivalent status in the 
new military. 

However it is still rather curious 
that the ships X.O. Lt Lisa Hayes 
was outranked by her operational 
subordinate Lt- Commander Fokker. 

Maybe you can answer a 
question my wife keeps asking me. 
Why are characters in japanese 
originated animations always going 
Oh! or Uh?! or Ahh? I wondered 
about that myself. I’ve often 
wondered what gets lost in the 
translation. Not only from japanese 
to english but from one set of 
cultural perception to another. 
Some things that occurred in the 
Robotech series made very little 
sense in a Western perspective. I’ve 
after wished for a literal line by line 
translation of the originals just to 
understand why certain things were 
done. : 

For example the character of 
Dusty Rhodes. Daley cleared up the 
TV episode by making him a victim, 
a madman experiment of the 
INVID. But in the original episode 
the dialogue was drivel. Ayres 
hated the RDF because he was 
captured - all soldiers risk it - it 
certainly didn’t look like it would 
have been easy to rescue him. If it 
was why didn’t they? I really 


wonder what the original dialogue 
was. 

I suppose it’s the difference 
between seeing a movie about the 
japanese such as Shogun or the 
Karate Kid II and Yojimbo or 
Rashomon [sic?] by Kurosawa. I’d 
be interested in the original plot 
lines for example in Macross the 
Movie. We found protoculture is 
simply the non-warlike activity of a 
healthy "co-educational" culture - 
not a mysterious demiurge force 
derived from a very alien planet life 
form. This would be another 
interesting avenue for you to 
explore. Isn’t it great that I keep 
finding work for you? For example, 
how many people know that Zor of 
the Southern Cross was a young 
man named Sepreitti Weiss 
kidnapped by the Masters who 
brainwashed he and other snatched 
victims of outposts for use as 
bioroid pilots? This explains why 
Dana (Jeanne Francaise) was so 
against killing bioroid pilots as they 
were kidnapped Earthmen. It also 
explains why the SCA HQ allowed 
Zor to be put into an SCA unit. In 
the original it was the repatriation of 
an Earthman. What happened to the 
Robotech show made no sense. The 
SCA would no more put an enemy 
alien into a high tech assault unit 
than the USAF would put Col. 
Belenko (Mig 25 defector) into the 
Thunderbirds or the USN into the 
"Jolly Rogers". 

I’d like to conclude by saying 
that I hope you’!ll keep up the good 
work and not forget that there are 
older Robotech fans as well as 
teenagers. I saw in either your 
magazine or Eternity Comics that 
your average fan is single, 19 and in 
college. I’m 31, an insurance 
professional, a martial arts hobbyist, 
married and the other big Robotech 
fan I know iis a 31 years old USAF 
Major. My wife alas is not a fan but 
she likes Lancer. Go figure. 

Keep up the good work. 


Edward McKeown 
Charlotte, NC 


I really wish I could answer to 
your questions, but my fingers and 
wrists are So sore after typing your 
letter and my eyes are so unfocused 
after trying to read your 
handwriting that I just can’t go on 
with it anymore. Besides, I’d 
probably either answer "I know", "IT 
do", "Because", or "Thanks" to most 
of your comments/questions. 

On another note, I liked your 
comments about Lisa Hayes in your 
letter’s third paragraph. Lucky 
man, you married someone like her. 

Would you mind lending her to 
me for the next couple of lives?? 
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Just kidding (sorta...) 
--JC 


Dear PA, 

I began getting/reading 
Protoculture Addicts since issue #3. 
By that time, I have encompassed 
other much better anime than 
Robotech. I was becoming aware 
that Robotech (English version) 
wasn’t really as spectacular as I 
once saw it. What I considered 
drama wasn’t drama anymore. [ still 
enjoy the series, but I look at it from 
another perspective. 

I’m going to have to 
commend you however on the 
fanzine. I do have a few complaints 
however. Many writers and the fans 
are clamoring over the Sentinels 
video tape and the Robotech: The 
Untold Story. They really don’t 
want to admit to the fact that those 
two bombed. 

Anyway, in issue three page 
28, Claude J. Pelletier gave an 
example of his rating system using 
the Transformers movie, Robotech 
and the Sentinels. The 
Transformers movie received an 
LL? Fewer frames, confused 
"American style"/simplistic 
scenario, action without meaning, 
confused, moronic. While Robotech 
and the Sentinels received a MU and 
a MM: Clean, bright, fluid/good, 
keeps your interest (barely’, let me 
add), presents a plot or love affair. 
Me being a fan of some of the more 
sophisticated anime (i.e. Wings of 
Onneamis, Akira) and the 
not-so-sophisticated (i.e. Megazone 
23, Dirty Pair, Bubblegum Crisis) 
rate Transformers way above 
Robotech. The animation was some 
of the best I’ve seen in years on an 
American screen (be it TV or the 
theaters), with a great plot and 
maybe just a small hint of moronic 
though (how do you choke an 
Autobot if they don’t even have 
lungs?), plus the soundtrack was 
great. But I guess anything’s better 
than Minmei’s songs. While most 
of the Robotech episodes has 
somewhat cheezy animation and is 
VERY confusing (i.e. episodes 3, 8, 
13 and 16), and the Sentinels wasn’t 
worth the $25 (estimated) I shelled 
out for. 

Anyway, in issue #4, the story 
“Operation Aborted" wasn’t the way 
I had hoped for an ending. Also in 
review/synopsis of Project A-Ko, 
it’s Captain Harlot, not 
Napolipolitia. Plus in "News and 
Reviews’ I found several mistakes: 
It’s not OVA, it’s OAV, Akira was a 
movie, not a video, not Armored 
Hunter Marrowlink (which, let me 
add, it takes place in the Votoms 
universe plus it is an excellent 
show) but it is Armored Hunter 


Mellowlink (although it is possible 
that there are some different 
translations going around). 

And, finally, in issue #5, Michel 
Gareau must be overworked or 
something, because that Yellow 
Dancer drawing wasn’t too good. 
Oh yes, it wasn’t a great idea either 
to tell the fans to get in touch with 
the C/FO, after their problems, and 
Randall Stukey being forced out, 
and things. But I will commend you 
guys on the Iczer article. GOOD 
WORK GUYS! 

All in all, PA is a good mag, but 
I hope you can take some 
constructive criticism from a die 


hard anime fan like myself. 
Later guys. 
Aaron Lea 
Longview, TX 


Hey, no one’s perfect. A few 
comments on your comments, 
though. I’m in full agreement with 
you about Robotech: The Movie 
and The Sentinels. Both bombed 
BAD and weren’t worth getting 
(unless you’re a hard core 
collector). I’m sorry you didn’t 
appreciate "Operation Aborted"’s 
ending. The idea wasn’t'to have a 
Positive ending (which, I’m sure, 
you weren’t expecting anyway) but 
to underline the human factor within 
the Robotech universe. I didn’t 
mean it as a story with an ending 
(as the main character is doomed to 
die when the SDF-1 is just about to 
fold to Pluto) but as a focus on what 
Robotech is all about. 

OVA is the right word. It’s the 
one used by Japanese people, while 
OAV seems to be the American term. 
As far as we’re concerned, we’ll 
take the Japanese term any time we 
can. In the same line of thought, 
Marrowlink and Mellowlink have an 
identical pronunciation in the 
Japanese language so it’s possible 
the source we used at the time 
wasn’t aware of the right trans- 
Jation. 

At any rate, we ALWAYS 
welcome constructive criticism and 
are hoping for more, from you or 
anybody else. Thanks 

-JIC 


Dear Mr Carriéres, 

Now, you have said your piece. 
If you are fair and unbiased, you 
will print this rebuttal from a 49 
years old mother who totally 
disagrees with you. Maybe, you are 
afraid to print an uncomplimentary 
piece. Let me have my piece now. 
What you have written is unfair. 
You hate Breetai with a purple 
passion. You say that Protoculture 
Addicts is our fanzine, the readers’, 
then you will print this. You are 
totally out of line and you do not 
know what you are talking about. I 


will never let Breetai rest in peace, 
as he was cruelly, viciously, 
brutally, inhumanly, atrociously, 
and barbariously murdered in cold 
blood by the hateful, prejudiced 
authors of the novels. He wanted to 
be a builder, but he was cruelly and 
viciously denied his right and 
destiny to be. Yet, the wicked, evil, 
murderous Regis was allowed to go 
back to Optera to live in peace in the 
end. She should have died also. I 
have never read a series of novels, 
so one-sided, prejudicial and so full 
of hatred as Robotech. Rick, Lisa, 
and Minmei should all be dead. In a 
real war, they would be. 

You know nothing of life and 
living. I know more about life and 
living than you ever will. You can’t 
ever equate reality with fiction. I 
don’t believe in predestination. 
Those girls had no control over what 
happened to them. 

Don’t give me the stupidity and 
nonsense than an author never has 
any control over his characters. Are 
the characters bigger than he is? Is 
he a weakling to be dictated to? 
Again, I ask you to have a poll in 
regards to Breetai. Take this 
challenge. I spent twenty minutes 
with Mr Macek on the telephone. 
Harmony Gold treated him unfairly 
and turned their backs on him. I 
asked him if he had any objections 
if Breetai was brought back and he 
said he had no objections to this 
idea. I vow to wage my one lady 
war, fight, battle, quest, crusade and 
protest forever, if I have to until the 
victory that I have won and I will 
win. For these two reasons: 

1) I will never take no for an 
answer. 

2) I will never give up. In fact, 
Mr Macek said that I could write my 
own version on how to bring him 


alive. 

I will tell you one more thing 
Mr Macek said that the authors did 
not stay in the guidelines that he set 
down. The authors lied to me. I 
will write you forever until this is 
printed in its entirety in our fanzine. 

Lancer was killed in the "End 
of the Circle", but I heard he was 
brought back. 

Breetai will live again! 


Mrs Carol Lynn Davis 
Norco, CA 


Though you and I have 
extensively written to each other on 
that matter, I believe I should state 
my points once more very clearly. I 
fully agree with you that Rick, Lisa 
and Minmei might not have made it 
alive if it had been a real war -- I 
would have taken care of Minmei 
personally! 

I also agree with you that you 
know more than me about life -- 
about twice as much if we measure 
that knowledge by age. On a more 
serious note, it IS a fact that an 
author does not have full control 
over his characters in some 
situations. I have had some 
experience in literary creation 
PLUS I have spoken to people who 
have had more than myself and they 
fully agree with this statement, so I 
will not discuss it further. 

As for the poll, I’m not 
against it actually. We would all be 
very glad to hear the people’s 
opinion on this subject, although 
only the Powers-that-Be can 
rescucitate Breetai. If you feel like 
it, why don’t you write a short story 
on the subject and send it to us for 
publication? That might settle the 
Matter... 

-JIC 


THE SHAPING OF PROTOGULTURE 


Pen Pal 


Kuy Golparvar, age 13 
16, Executive Drive 
Hauppauge, NY 11788, USA 
(Robotech) 


FANZINE REVIEWS 


I’ve been finding a lot of quality 
anime fanzines in my mailbox lately. 
This is an encouraging sign for anime 
fans. It seems we had a slump in 
enthusiam a year or so ago but now we 
seem to be back in the stride as we were 
in the Robotech days. 

These days we have quite a variety 

of media to be interest in -- laser discs, 
BGM, translated American comics, 
legitimate subtitled anime, and English 
dubbed theatrical anime. Not as 
conspicuous as these, but just as 
essential, are the fanzines and 
newsletters of clubs. 
_ Following is a quick review and 
observations of some that I think are 
quite worthwile (not by any means a 
complete list). And there’s some pretty 
fancy stuff out there. Many zines are 
making an effort to appeal to 
out-of-towners, not concentrating on 
pst local club activities. 

There’s also a trend in zines having 
very professional editors. These people 
know what they’re doing when it comes 
to text layout, content, placement of art, 
special sections, and departments. 

Make these editors happy by 
sending them a SASE when you write 
for more mformation. 

[In the reviews, "Format" means 
overall looks, layout, readability, print 
quality, art placement, and reproduction 
quality.) 


ANIMATION JOURNAL 
SF Animation Confederation 
James Meier & Kevin Burke 
9135 Alexander Rd. 
Batavia, NY 14020, USA 


Contents: Synopses, reviews, fan fiction, 


Formet: B. 
Price: one issue $1, 28 pages. 


ANIME FANDOM 
ORGANIZATION 
James Staley 
P.O. Box 268 
Jones, OK 73049, USA 


Contents: Synopses, episode guides, 
commentary, news from a variety of 
sources. Art: lots of manga and fan art. 

Fommtt: B- 

Price: one issue $1.75, one year $15, monthly. 


ANIME ILLUSTRATED 
James Lomax 
615 Las Lomas Rd. 
Duarte, CA 91010, USA 


Contents: Synopses, puzzles, fan fiction, fan 
manga, flyers for other clubs. 
Art: loads of fan art. 


Format: A+ 
Price: one issue $3, one year $20, bimonthly; 
64 pages Summer Special $5.50. 


ANIME SACRAMENTO 
Laurine White 
5422 Colusa Way 
Sacramento, CA 95841, USA 


Contents: General SF, animation, comics, 
books, merchandise, movie news. 
Something for everyone. Packs more 
news & info than some 20 pages zines! 
Always on time. 

Art: cover art, no internal art. 

Format: C+ (no frills info-zine) 

Price: 3 issues for $1, about 4 pages each 
issue. 


ANIME ZASSHI 
Steve Chaney 
7033 53rd Ave. 
Sacramento, CA 95828, USA 


Contents: articles, in-depth synopses, song 
lyrics, anime news, translations from 
anime magazines, episode guides. Great 


variety. 
Art: a little fuzzy, minimal fan art. 
Format: B+ 
Price: one issue $2.40, 40 pages. 


FROM SIDE TO SIDE. 
Alec Orrock 
24950 via Florecer #35 
Mission Viejo, CA 92692, USA 


Contents: in-depth episode guides & 
synopses, flyers from other clubs & 
merchandisers. Lots of work for a 
monthly zine. 

Art: manga & digitized art, minimal fan art. 

Format: A 

Price: $18 US, $20 CAN, Monthly, 16-24 
pages. 


JACVICTORIA FANGAZINE 
Ed Sum 
1807 Francisco Ter. 
Victoria, BC, V8N 4W2, Canada 


Contents: episode guides, many useful 
addresses of anime merchandisers, 
humorous fan fiction. 

Art: minimal fan art. 

Format: A+ 

Price: no price listed, 18 pages. 


199X 1/2 
Chicago Megazone 
D.B. Killings 
P.O. Box 59167 
Chicago, IL 60659, USA 


Contents: Lots of news, articles, manga 
translations, reviews, episode guides, 
interviews, anime poll, editorials & 
commentary. 

Art: manga and fan art. 

Format: A+ (recently revised layout and 
fonts) 

Price: one issue $3, bimonthly, 35-38 pages. 


Lorraine Savage 
( The Rose #23) 


To that list I can add five other zines 
that have impressed me by their quality. 


MI-ANIME 
Bill Hupe & Peg Kennedy 
Suite 50 
920 Trowbridge Rd. #2 
East Lansing, MI 48823, USA 


Contents: Fan poetry, songs and fictions. .5 
issues contains adult material. 

Art: fan art 

Format: A+ 

Price: SASE, irregular, 48-100 pages. 


_ SCANNERS 
South. Calif. Animation Network 
Lee Oeth 
3721 Promontory St. 
San Diego, CA 92109, USA 


Contents: Club info, reviews, synopses, 
manga translations, news, flyers. 

Art: Minimal fan art. 

Format: A 

Price: $2/month, $10/year, monthly, 8-12 
pages. 


PROTOTYPE 
Vancouver Animation Newsletter 
David Ng 
2830 East 8h Ave. 
Vancouver, BC, VSM 1W9, 
Canada 


Contents: Synopses, scripts, news, articles. 
Art: Minimal fan art, anime designs. 
Format: A- 

Price: membership $10 CAN/year 


ANIMATION VELOCITY 
Anime Publication Bureau 
(in association with FAST) 

Randall S. Stukey 
4122 Tallulah 
San Antonio, TX 78218-3452, 
USA 


Contents: Letters, articles, commentary, 
episode guides, translations, reviews, 
interviews, fan fictions, audio/video 
library listing. 

Art: minimal fan art. 

Format: A++ (new quarterly format) 

Price: $7.50 per issue, quarterly, 60 pages. 


And, of course: 


THE ROSE 
Anime Hasshin 
Lorraine Savage 

P.O. Box 132 

Warren, RI 02885, USA 


Contents: Reviews, synopses, interviews, 
news, clubs & fanzines listing, 
translations. 

Art: fan art 

Format: A+ 

Price: $12 US, $14 CAN, bimonthly, 18-24 
pages. 


CIP 


U rl ? GHRONICLE OF THE ODD & BIZARRE... 


NEW GENERATION (2) 
Episode 13 


* We hate dream episodes! You 
can never say something is wrong 
with them. Too bad, cuz this 
episode would have been hacked to 
bits. 


Episode 14 


* Something is already wrong with 
this episode beginning with the title 
"Annie’s Wedding". Sounds like 
an impossibility to me. Who would 
ever be so... so... 


* Rand knows about Paul Bunyan. 
Just another bit of culture of the 
past brought to us by our favorite 
nature-nut country boy. 


* McGruder is quite a jumper as we 
can plainly see. As good as Lancer 
or Scott, it seems. You know, all 
this super leaping makes us wonder 
if Earth’s gravity is still the same. 


* After they take a dive with their 
Cyclone, McGruder & Annie are 
still conscious and frightened by 
the incoming Invids. Next time we 
see them, they’re head over heels 
on top of each other (Hey! Get 
your minds out of the gutter; THAT 
is not what we meant!), very 
unconscious and recovering. Go 
figure. Probably fainted from fear 
or something. 16 = 


Episode 15 


* Annie is a fantastic tracker. She 
manages to find everyone in a big 
city almost as they come out of the 
cave-in. 


Episode 16 


* Scott admits it!!! He doesn’t 
know how to swim. What do they 
teach in the REF?? How did he 
manage to save Rand from 
drowning in episode 4? Luck? 
Selflessness? Reflexes? 


* Didn’t take long for Lunk to 
break his arm and then fully 
bandage it. 


* Lunk told Scott it would take a 
couple of days to repair the mechas. 
In the same afternoon, the group 
gets attacked and Lunk has 
somehow managed to repair them 
already and apologies for the 
repairs being LATE! He’s gotta be 
some sort of Scotty! Talk about 
competent! 


Episode 17 


* "No firing until my command", 
says Sera. Yet Invid following 
Rand, Rook and Annie does so. So 
much for hierarchy and military 
behavior. 

* At the tracks’ crossroad, there are 
five tracks joining, 6 tracks 
separating (3 groups of 2) pes the 


group counts seven members. Go 
figure. Later, we see Rand, Rook 
and Annie moving on but they left 
only 2 tracks. We conclude that 
Annie leaves no tracks. She 


* Rand gives a new meaning to the 
words "working fast". In only a 
few moments, he manages to cut 
down 4 trees, remove their 
branches, sharpen them on one end, 
install them with a rope system 
among the forest’s trees, all this 
and another rope trap with which 
he catches the Invid the first time. 
Now, that’s a lumbey. Not even 
Paul Bunyan could do that! ! 


* Lunk pushes a rock at least 5 
times his size. It’s humongously 
big. And not only is he pushing it, 
it’s even moving. He pushes it on a 
bunch of rocks he put there 
previously and causes an avalanche 
which crushes the Invids. He 
handles rocks as well as Rand 
handles trees, it seems. That is 
MUSCLE. To each his own. 


Episode 18 


* Mars Base HAS to be a very old 
division, as it’s seen written above 
the entrance of the SDF of the arms 
smugglers who pretend to have 
fought the Masters. But wasn’t 
Mars Base Division the one that 
came with Scott? Or was this one 
smuggled back in time? 


* Scott says the dead smugglers 
will be awarded medals of honor. 
Since when does Scott have that 
kind of authority? And he seems 
pretty confident that he’ll survive 
long enough to award them. 


Episode 19 


* Strong jeep. All by itself, 
climbing an icy slope during a 
snowstorm, it’s strong enough to 
pull not one, NOT two, NOT three 
but FOUR mechas (1 Beta and 3 
Alphas). Heavy motor (maybe 
that’s why the jeep goes through 
the ice first). 


* A lucky thing they fell on THE 
single high building in the city. 


* After so many years, the clocks in 
the shop are still ticking. One can 
wonder how long it took to wind 
them. 


* Should we mention the fact that 
the food they eat has been there for 
quite some time already? Do they 
know how long bread, chocolate 
and fruits can stay fresh? Well, 
looks like they don’t. Let’s not tell 
them and see what color they turn 
when Mr Stomach starts digesting 
this stuff. 


* The mechas were on top of the 
highest building right under the 
hole through which the rebels got 
in Denver. When the Invids come 
in through that same hole, why 
don’t they destroy them as they 
pass? They may be Invids and see 
only Protoculture but Corg and 
Sera should know the difference. 


Episode 20 


* Amazing the tactical effects you 
can gain with fireworks. Still, were 
they really scary enough to send the 
Invids away? Doubtful. 


* We just thought we’d mention 
that the sunset scene we see at the 
end of the episode was originally 
the Japanese Mospeada’s closing 
credits which have been 
shamelessly re-used. 


Episode 21 

* Congratulations, yet another 
perfect episode. Booooring, we 
know, but that’s the way it is. 
Episode 22 

* Corg has style. He doesn’t kill, 
slaughter or commits genocide. He 
“depopulates" cities. 


* It’s rather peculiar that George 
has a condor as a messenger bird. 


The condor is a bird from South 
America that is currently slowly 
becoming extinct. Perhaps there’s 
some irony about the fact that the 
condors seem to survive while 
humanity is agonizing. 


* The Statue of Liberty, at the 
beginning of the episode, had 5 
spikes to her crown. At the end, 
there are eight. Is that supposed to 
illustrate the might, the regained 
strength and freedom acquired 
during the episode as she proudly 
watches over her city, rid of Invids? 


Episode 23 


* Search as we might, this is one of 
the VERY few flawless New 
Generation episodes. It is always 
frustrating; so if any of you finds 
something, let us know! 


Episode 24 


* Isn’t it interesting that the ships 
found by the smugglers in episode 
18, which they call an SDF, can be 
found in rather good quantities in 
Admiral Hunter’s fleet? How 
many of these things are there 


anyway? 


* Lancer calls Sera by her name yet 
they never communicated before. 
How does he know, then? 


* Rook got her left tire shot during 
afight. As time passes by, though, 
it looks like it’s regenerating. 


Episode 25 


* There’s a radio officer called 
Sparks here, too. If you remember 
our previous comments on the 
subject, you’ll KNOW for sure 
now, that this name isn’t a 
coincidence. 


* Suddenly, for some reason, right 
in the middle of the Regis’ Hive, 
Lunk has either lost or removed his 
combat armor. Cocky, Lunk, 
cocky. You’re certainly NOT the 
coward you once were. 


Well, fans from around the 
world, this is the end of the "Uh!?" 
column. We’re through with all the 
episodes, right on time for 
Christmas. So what’s going to be 
the funny part of P.A. from now 
on? Anime Gossips. Stay tuned for 
more silliness. 


"Uh!?" was brought to you by 
Alain Dubreuil, Jean Carriéres and 
Rascal. To get your own free 


‘Rascal button, write to: 


Rascal 
101 South Main St. 
Waterbury 
VT 05676 USA 


Alain Dubreuil 
Jean Carriéres 


INTERVIEW with TOM MASON & CHRIS ULM 


PA: Could you first present both of 
yourselves to our readers: name, 
age, and how you were brought to 
work in the comic business? 


TM: Hi, my name is Tom Mason. 
I’m 31 years old and I was 
basically, tricked to work in the 
comic business. 


CU: My name is Chris Ulm. I’m 26 
years old and | got in the comic 
book industry through a game 
distributor I was working for. 


TM: How did that happen Chris? 


CU: (laughing) It’s a long story to 
detail but that’s how I’m here. I got 
through by the back door. I was 
shipping boxes for a game 
distributor in Northridge, and then, 
for two or three years, I’ve been 
working for Etemity. 


PA: Did you see Robotech and 
other Japanese animations before 
working on the Sentinels comic 
book and, if yes, what was your 
impression on it? 


CU: Yes, I had seen it. I was pretty 
familiar with Macross. My friend 
Paul O’Connor -- who’s also right 
now writing several books for the 
Adventure line, including a book 
called Bad Axe.. 


TM: Oh, get on with it! 


CU: I gotta plug Bad Axe -- 
introduced me to the Robotech 
characters. In my opinion, this 
animation was at the time pretty 
much a knock-out, state of the art 
animation. That’s when I became 
familiar with Rick Hunter and Lisa 
Hayes and the rest. 


TM: I had seen some tapes at a 
friend’s house but they weren’t 
Robotech; they were some other 
japanese animation, and they were 
all in Japanese. I couldn’t make 
head or tails of what was happening 
or of what the characters were 
speaking about. Still, I liked the 
way they did things, I liked the way 
the people moved, I liked the way 
they did the action. 


PA: How did Eternity finally got 
the contract for the Sentinels comic 
book? 


CU: It’s kind of a mystery to us. 
We are the creative side of the 
business. 


TM: Here’s how we figure it 
happened (laughing). We said to 
Scott Rosenberg, the president of 
the corporation, that we’d like to do 
Robotech I: the Sentinels and find 
out if it was available. He said: 


"OK, sure, I'll call Harmony Gold". 
And he called HG and they said: 
"yes it’s available" and Scott said: 
“well, can we have it?" and they 
said: “yeah, OK!" (laughing). 
That’s pretty much how it was 
done. 


CU: And there might be some 
smoky dark room scenes also, I’m 
not sure, with cigars and 
businessmen, but besides that, we 
really don’t know much about it. 


PA: Who had the idea of special 
projects like the Malcontents and 
what is the goal of Eternity with 
this project? 


CU: It was a joint idea on our 


TM: It was a joint idea because we 
noticed there was still, even though 
Robotech II: the Sentinels was 
designed to fill in some continuity 
gaps between Macross, the Masters 
and NG, some gaps left. No one 
had the Mal/contents stuff except in 
the RPG. We thought that it would 
make a nice mini-series, and all the 
fans kept writing in saying, “why 
not have Robotech come out every 
two weeks?" Since we couldn’t do 
that we thought it might be cool to 
have two books a month even if 
they’re not the exact same books. 


CU: The basic idea was written by 
Tom and I, a couple of paragraphs 
and then we forwarded it to Bill 
Spangler who’s written a bunch of 
stuff for Eternity... 


TM: Big Robotech fan... 
CU: Huge Robotech fan... 


TM: And he said: "you guys are 
doing the Sentinels, can I write 
that?". "Oh you could but we 
already wrote the first four 
issues..." (laughing). 


CU: From that point on, he 
developped a full series proposal. 
We did pitch it to HG and after a 
long amount of time they finally 
accepted it. From that point, we 
included in the production Michael 
Ling as the artist. He’s done a lot of 
fan work. I believe he’s been on 
one of the Robotech artbooks as 
well... 


TM: I don’t believe he has... Al- 
though Chris could be lying... 


CU: I’ve been known to do that. 


PA: How can you manage to work 
with the scenarios of the original 
project in their unrevised status? 
Do you use other sources? And 
how? 


TM: We’ve got access to a pile, 
you wouldn’t believe the pile of 
production sketches and notes that 
we have. Little bits of artwork, 
little sheets of xerox paper with 
notes in English and Japanese that 
- we’ve got to go through. We got 
full scripts for the series’ episodes 
that were never made, we have 
outlines for the series’ episodes that 
were never scripted, the last 30 or 
35. We’ve got the Jack McKinney 
books, we’ve got the RPG, we’ve 
got imput from guys... 


CU: Protoculture Addicts which 


has helped us on a couple of 
occasions... 


TM: Robotech fans who write and 
say what about this, no one ever 
explained that before. So, we get 
imput from about 10 different 
sources and we have to sit down 
and it’s like a big sack of cards and 
we put some kind of order in it. 


CU: So that’s why with the 
Sentinels, we’ve created entirely 
new scenes to fill in some of the 
gaps that were left in the original 
material. 


PA: What is the feedback you 
received from readers? What is 
their main comments? 


CU: You wouldn’t believe how 
much Lisa’s hair is hated. Her hair 
is how it’s supposed to be though. 


TM: They hate Lisa’s hair. 


CU: We can’t change it. There is 
nothing we can do. 


TM: It’s the way that Carl Macek 
and Butterworth and all these guys 
originally designed Lisa’s hair to 
look like. So you have to blame 
them. 


CU: It’s not our fault. 


TM: We’re under orders 
(laughing). You will have to cut 
that part out I guess (laughing) 
[wrong, guys]. Except for that and 
the fact that a lot of people 
originally were complaining that it 
was not in color -- because all the 
Comico stuff had been in color -- 
we don’t receive that much 
negative feedback. After a while, 
most of the people (90%) wanted to 
stay in B&W, the other 10% 
saying: “well, it’s OK but it could 
be in color couldn’t it?" But other 
than that it’s been very positive. A 
lot of people have their favorite 
characters and they will say: 
“you’re not doing enough of Jack 
Baker in this issue", so we have to 
say: “he’ll come back in next 
issue". Or, “you’re not doing 
enough for Minmei this issue", or, 
“Oh I hate Minmei!" There is a lot 
of people out there who really hate 
Minmei and we can’t figure it out. 


CU: A couple of people are really 
like hardcore Invid fans which... 


TM: That’s a little scary... 
CU: It’s a little frightening to us. 


I’d say the biggest issue is the 
B&W vs the color thing: 
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TM: Although we’re big Brain’s 
fans. 


CU: Tom particularly’s a big 
Brain’s fan. 


TM: I like the Brain. 


CU: Most of the Brain’s dialogues 
are Tom’s. That a little behind the 
scene secret. 


TM: I relate to the Brain 
(laughing). I want to be suspended 
in a bowl of fluid. 


CU: That could be arranged. 


PA: Do you have ideas on possible 
new projects or special issues in 
your Sentinels comic line? 


CU: God yes, but we can’t go on 
with all of this. We don’t have 
enough time. 


TM: We want to do stuff with Zor. 


CU: Some stuff on the origins of 
the Invids. 


TM: We want to do some stuff on 
the origins of Jack Baker and Karen 
Penn’s relationship with her dad 
and things like that. But they all 
have to go through HG approval. 


CU: These aren’t definitely coming 
out. They’re just ideas. 


TM: It’s just like putting a bunch 
of cards in a hat... And see which 
one comes out. 


CU: You mixed that one pretty 
good Tom. 


TM: You think I’m a writer? 
(laughing) It was a dark and stormy 
night... 


INTERVIEW with TOM MASON (eternity Comics) 


By Jenny O'Donnell 


Tom Mason, creative director 
of The Sentinels and the Malcontent 
Uprisings, talks about his career, 
his team, new Eternity projects 
(including the upcoming Captain 
Harlock series), and being 
thirtysomething. 


Ihave to admit, my enthusiasm 
for The Sentinels was at an all time 
low. I thought my Robotech days 
were over, and here were some 
nobody-schmucks who had just 
started doing their own version. I 
was wrong. What can I say? The 
Sentinels team at Eternity Comics 
has done a marvelous job. I am 
glad someone picked up the pieces 
and started the saga again. 


I met Mr. Mason at the recent 
Chicago Comicon [Summer 1989] 
and he was gracious enough to 
grant a telephone interview soon 
after. 


199X: How did you first get into 
the comic business? 


Tom Mason: I fell into it after 
college. I was Artistic Director for 
my college paper (he’s never taken 
an art class in his life, folks! -- 
J.O.D.) and did the illustrations, 
cover design, etc. Afterwards, I 
moved to New York as a freelance 
artist. I did that for about four years 
there. Then later, I was hired at 
Malibu Graphics doing an 
expanded version of what I was 
doing at college...and the rest is 
history. 


199X: Sounds exciting. How did 
you learn of the unfinished 
Sentinels project? 


TM: Eternity (a division of Malibu 
Graphics) has other comics out like 
Tiger X and Ninja High School. 
(since Tom is the Creative Director 
for both these profcts, he naturally 
reads the fan mail). The fans from 
Tiger X and Ninja High School 
informed us of a rumor stating that 
Harmony Gold had a second 
Robotech story unfinished. Eternity 
called Harmony Gold to confirm 
the rumor and found out that 
Harmony Gold was looking for 
someone to publish it because they 
ran into economic troubles which 
had hindered them from completing 
the show for TV. We certainly 
wanted to take on the project 
because we (Chris Ulm and Tom) 


are Robotech fanatics. Etemity later 
discussed it over with Harmony 
Gold. 


199X: Wow. Sounds exciting. Who 
came up with the title Sentinels? 


TM: Carl Macek did. 


And for all you "techies" out there 
who don’t know what the word 
"sentinels" means, its guardians. 
Even Tom himself didn’t know! 


199X: Do you know how the title 
fits in? 


TM: Oh yes. At some point in the 
story, some of the RDF members 
split off with a group of aliens and 
call themselves The Sentinels. 


199X: Really? I can’t wait to see 
what thats all about. Hey, I thought 
you can’t give away any further 
plots here, Tom! 


TM: <Laughing> 


199X: Heeeeey, I’m only kidding. 
But just to let you know, I won’t 
ask anything like that. 


TM: Great, thanks. 


199X: How did you and your team 
decide the job roles among 
yourselves? 


TM: I was easy since Chris and I 
are editors of Eternity, we only had 
to hire an artist. Then we ran into 
the Waltrip brothers, whose 
artwork of Robotech was 
exceptionally well done. They’re 
really devoted and care very much 
about their artwork. They put forth 
a lot of effort into it. 


199X: It looks like it. I like their 
work and the fans seem to like it 
also, with some exceptions. Like 
the great "Lisa Hayes Hair Debate". 


TM: <Laughing> Yeah, but overall 
the fans like the gray tones and all 
the extra background, so we’re 
going to stick with it. 

199X: Good. 


199X: Briefly describe your job. 
What does a Creative Director do? 


TM: Drink beer, watch TV, read 
some comics... 
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199X: Say what? Be serious... 


TM: <Laughing> OK, I usually 
work about 5 days a week, nine 
hours a day -- 5 of which is 
probably the lunch hour portion. I 
work on developing new projects, 
editing the comics, keeping tract of 
deadlines, making sure the artists 
have their stuff in on time. Also 
handle cover pages and interior 
design, etc. I have fun doing my 
work. I enjoy doing my job! 


199X: Who wouldn’t? Thats great. 
Do you know how hard it is to find 
a career you’ll always have fun and 
enjoy for the rest of your working 
life? To me, thats like a dream 
come true. 


199X: What qualities or attributes 
do you have that fits this particular 
job? 


TM: I’m tall. 


199X: Oh, thats just great... Really 
now. 


TM: Ooooooh, I hate these 
yearbook questions... lets see... 


199X: Well, are you patient, 
organized, thorough? 


TM: Yeah, I’m all that. And I have 
a sense of humor. 


199X: Gees, don’t flatter yourself 
Tom, we’ll take your word for it 
<laughing>. Well, you must be 
doing something right because its a 
hit. I think the elements of good 
teamwork and dedication play an 
important part in there somewhere. 


199X: How many issues of The 
Sentinels are predicted to be 
produced until its finished? 


TM: About a 100 plus are planned, 
so that will be about 9-10 years. 


199X: Have you and your team 
encountered any set backs from 
time to time? 


TM: Bad service from the mail 
company, thats about it. 


199X: What is something that you 
always look forward to and enjoy 
about your job? 


TM: Reading the fan mail (which 
is a lot of fun!), traveling (which 


wears me out), working with Chris, 
Jason, John, and lunch. 


199X: Of course. Naaa, really, that 
sounds great. 


199X: Where have you been so far 
on business trips this year for 
Eternity? 


TM: Mainly in the U.S.A. We go 
to the San Diego convention every 
year, Chicago in the mid summer, 
Oakland, etc. 


199X: Sooooo, who pays for all the 
accomodations? 


TM: Etemity, of course. 


199X: Is there anything that you 
dislike or tolerate about your job? 
Like deadlines, any pressures, 
exhaustion? 


TM: Lord, no. 


199X: Was there any time in 
particular that you had doubts or 
fears on the Sentinels series? 


TM: No, not really. Just the black 
and white coloring but it was 
overwhelmingly favorable with the 
fans. 


199X: Well, I’m one of them. 
TM: Thank you. 


199X: Now to get to know the 
Dream Team on a more personal 
basis. If you’ll allow me, I would 
like to ask some specific questions 
about them. I’m sure the fans 
would love to know, OK? If there 
is one of you who has a sense of 
humor, the joker who manages to 
lighten things up, who would that 
be? 


TM: Chris and me. He’s more like 
a Woody Allen while I’m more like 
a Curly from the Three Stooges. 
199X: Who is most punctual? 


TM: The Waltrip brothers. They 
always meet their deadlines. 


199X: The most energetic? 

TM: Me. 

199X: The most patient? 

TM: All of us. 

199X: I would have to say Chris 
because I work with him 
personally. My desk always looks 


like its been through a game of 
52-card pick-up compared to his. 


199X: What do you like most about 
them when you work with them? 


TM: The quality of their work, the 
cooperation, the amity there is 
between us. We joke around a lot 
and have a lot of fun with it. 


199X: So you guys are the Four 
Horsemen -- eh? 


TM: Yeah, you could say that. 


199X: The type of guys you could 
bring home to meet mom. 


199X: What do you guys talk about 
besides comics? 


TM: Usual stuff. Latest movies, 
women, relatives, Japanese Manga, 
etc. 


199X: Do you have any personal 
heroes? 


TM: No. I’ve never really thought 
about it. 


199X: Do you have any favorite 
cartoon characters? 


TM: Yes. Johnny Quest, Tom 
Terrific (who the hell is Tom 
Terrific?), Tom and Jerry, the 
Flintstones, the Jetsons. 


199X: Do you have any favorite 
Japanese Manga? 


TM: Kimba the White Lion, 
Robotech. 


199X: Have you received any 
outstanding compliments on The 
Sentinels that made the team feel 
proud? 


TM: Besides all the wonderful fan 
mail we receive, we have received 
a very nice letter from Harmony 
Gold. Overall, it said “Looks 
Good". 


199X: Whats the difference 
between Macek’s version and 
yours? 


TM: Well, first of all, we have all 
the scripts from Harmony Gold, 
including outlines and some 
dialogue. The first 15 were already 
done and we took those and the 
Jack McKinney novels and 
synthesized them together. 


199X: Did you talk or meet Carl 
Macek? 


TM: Yes, I’ve spoken with him 


over the phone twice. He sounds 
like a nice guy. 
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199X: Have you ever seen the 
original Japanese versions of 
Robotech? 


TM: NO, but I know he changed 
the TV series’ around a little. 


199X: A LITTLE?!? A lot of 
Japanese Animation fans were not 
happy about what he did to 
Macross to say the least. 


Overall, Tom Mason is a very 
easy going, all around cheerful, fun 
lovin’ kind of guy who seems to get 
along real well with his team. He’s 
also a load of fun to talk with on 
the phone. At Chicago Comicon, I 
ran into him several times, and 
even talked with him for half an 
hour. He had a smile that would not 
leave his face the whole three days 
there. 


AND NOW FOR A TRIBUTE TO 
TOM MASON: 

Just how does the spaceship 
fold up? 

(An inside joke, folks!) 


* 
* # 


This interview, done by Jenny 
O’Donnell of the Greater Chicago 
Megazone (the Chicago Anime 
Club), was published in their 
fanzine 199X 1/2, vol I, #4 in 
September 1989. Jenny graciously 
sent us a copy of the fanzine for us 
to use this interview in P.A. Since 
it goes along well with the one I did 
myself in San Diego the same 
Summer, I thought P.A. readers 
would be happy to see it also. It 
was edited (along with mine by the 
way) to cut allusions to events (or 
projects) already achieved since 
Summer 89’. 


AD 


SHORT STORY 


OPENING ACT 


By Joshua Follick 


Part I 


The cold, depleted Amazonian soil guested up into 
the faces of Lt. David Lyndon and his people as they 
walked into the compount’s early morning light. They 
were heading to the briefing shack to hear about some 
nasty little problem brewing in the control zone. The 
Brass wanted the best to clean it up and that meant 
“Lyndon’s Company". That was the name Jim had 
given the unit, and Lyndon smiled as he remembered the 
motto Jim had made up to go with it, “the best small unit 
actions in the control zone made to order". 

The Company used to be a patrol unit in what had 
been the southwestern United States. They repeatedly 
proved their skill, racking up numerous kills while they 
were at their patrol assignment, NAS 109. All four of 
them had made ace, Lyndon himself was an ace five 
times over by the time the transfer came. The Company 
still would have been playing in the bush leagues if it 
hadn’t been for a particular escapade. They had invaded 
an enemy-held underground complex, killed over twenty 
enemy mecha on guard, mostly female power armors, 
and captured over a hundred enemy mechas and their 
pilots sleeping. It was a hell of a victory, and the fact 
that most of the captured Zentraedi were willing to join 
Breetai’s loyal Zentraedi forces when asked, had made it 
complete. But that had all been when the Company had 
mecha and spirit in good repair. High Command 
decided they had learned enough to come and play in the 
real game. The Company had been transferred to South 
America where they were bounced from base to base as 
they took tours through the many firebases. The 
firebases were small camps, deep in the jungle, 
dependent on the larger bases for support. Officially, the 
Company was another of the proliferating Special Crises 
Patrol Teams, developed to deal with many special 
situations that arose in the Malcontent Uprisings. 
Lyndon’s unit consisted of Jim Rockbum, his exec, best 
friend, and the second best pilot he knew. Rockburns’ 
wife Jeanette was also Jim’s wingman. Last, but not 
least, was Lyndon’s wingman, Troy Marcus, a none too 
stable techno wiz. 

The Briefing shack door was closed, but was opened 
quickly by a traoper when Lyndon knocked. The 
Firebase Commander, his exec, and a screen waited to 
brief Lyndon on his next mission. Lyndon and his 
people took a cup of coffee from the trooper, as the 
Commander quietly asked "Please be seated". Lyndon 
sat down as the lights dimmed, and the recessed 
projector turned on. A ubiquitous aerial view of jungle 
filled the screen as the Commander began his briefing. 

"This area corresponds to map coordinates Sigma 
33, by Ready 82. We are the nearest installation, 
Firebase Orchid, vector 232 degrees, 127 miles, 
dependent on Venezuela base. A force of Renegade 
Zenytraedi appears to be operating in this area. So far, a 
patrol of two Veritechs has been shot down, no 
survivors, a mixed platoon of 30 destroids investigated 
and was destroyed, no survivors, a squadron of Veritechs 
investigatd and was unable to locate any enemy force. 
Intelligence has very little information on possible 


14 


enemy composition. It is expected that they are superior 
to a destroid platoon, but weaker than a Veritech 
squadron. The lack of survivors and ease with which 
they avoided the Veritech squadron indicate a high level 
of tactical skill on the enemy’s part. The lost forces 
have all come from this Firebase, making us critically 
vulnerable to attack. We expect you to draw the enemy 
force out and set him up for decisive defeat by a 
squadron of Veritechs waiting for your word, at 
Venezuela base. Minimum acceptable success, you 
should escape to give us intelligence on enemy base 
location and force constitution. If this mission is not at 
least marginally successful, it will jeopardize operations 
going on throughout the northern half of this sector. 
This firebase will have to be evacuated leaving a hole in 
Venezuela base’s outer defenses, I’m sure you have all 
heard the ’for lack of nail’ rhyme. 

Your armored Veritechs will march into the area, 
and a squadron of Veritechs will be standing by at 
Venezuela base to assist when the enemy force has been _ 
located and/or engaged. You will now go to your 
machines, mount up, and proceed to this area. Good 
hunting!" 

"Great", Lyndon thought as he headed for the 
hangar, "we’re bait. If we manage to find a force large 
enough to kill 30 destroids, we can wait for 15-20 
minutes for help to arrive, maybe, what a brilliant plan." 

“Don’t be fooled David, the worst enemy any 
dogfoot’s got is his own high command", Lyndon could 
remember his father saying. It was common advice and 
Lyndon didn’t mind. Then came the kind of slime only 
his father could dredge up from his career of CIA 
sponsored terrorism, “when they hand you orders that 
amount to certain death, go out and don’t do it, then 
come back and report failure." Dear old dad had been an 
anti-unification terrorist in the days before the 
Zentraedi bombardment. He had helped mightily in 
increasing the UEDC’s paranoia, which could at least 
partially explain why the UEDC had so badly 
mismanaged the Zentraedi. While dear old dad was not 
around a lot while David was growing up, he had still 
managed to impart a gread deal of his twisted philosophy 
to his young son. Lyndon was too idealistic to take any 
of his father’s advice, but it still seemed like David was 
always running from his influence. 

Lyndon was about to ignore the dirty advice, but he 
suddenly looked up and saw his command. The three of 
them were putting on flight suits and body armor, 
without so much as a single complaint. Then he looked 
at their mecha, armored VTs, probably the best mecha 
designed for jungle warfare. Still, three straight months 
of combat had taken its toll. The mecha had started with 
cool, confident, matte camouflage paint jobs, and their 
six-gun unit emblem proudly displayed. Now the 
mechas were the multiple colors of replacement parts 
and panels, rushed jury rigged repairs, and just plain 
scarred. The Company had been out three straight 
months without a break longer than a sleep shift of a 
day’s field repairs, and they were getting wire thin. 
People and mecha all needed at least a month straight of 
repair and refit, but both were in scarce supply. To add 


insult to injury, they always seemed to be on temporary 
assignment, where the base commander is ALWAYS 
not responsible for temporarily assigned units. It seemed 
like no one noticed or cared about the units’ condition, 
which was probably the case. Lyndon was already 
beginning to suspect his unit had been written off by the 
Brass, and were now just being thrown in situation after 
situation till they didn’t come back. Lyndon couldn’t 
even name his regular CO. In the background, Lyndon 
could hear his father laughing. 

"Well", Lyndon thought in frustration, "if the base 
commander isn’t responsible, who the hell is?" 

Lyndon finished getting into his flight suit and 
armor, pulled on a leather jacket, and climbed into his 
mecha, the "Gary Cooper". The checkout didn’t go well, 
armor had lost integrity all over Gary Cooper, of the 85 
missiles an armored VT was supposed to carry, there 
were 43, and joints, electronics, and subsystems all over 
weren’t working right. What upset Lyndon the most was 
that Gary Cooper was in better shape than any other 
mecha in his command. His final check was to look at 
the picture over his radar. It was his wife Sarah, she 
smiled at him from the picture and Lyndon realized that 
the hardest thing about the last three months was being 
away from her. When the fever of encroaching insanity 
came too close after a day of tearing flesh and alloy, 
Sarah was a simple cure, driving back the demons with 
her cool sane presence. Sarah drove a destroid Spartan 
and her current assignment was on the defensive 
perimeter at Venezuela base. Despite their proximity, he 
still hadn’t been given leave to see her. Lyndon missed 
her like life itself. 

“Move ’em out", Lyndon ordered over the open tac 
net, and the Company moved out their battered Mecha 
from the old Zentraedi landing ship that served as a 
hangar. In a few minutes Lyndon’s Company was 
cautiously picking its way through the cratered jungle 
terrain. 

Six tense hours later they approached the area of the 
renegade attacks. They were all high in the alpha, 
consciously more the scarred, stiff mecha, than the pilot 
within. They carelessly treated their own bodies as just 
another vulnerable internal system, no more important 
than a radar or joint. Lyndon knew the trick to piloting a 
mecha was to make the mecha his own body, to make 
the actions of his Veritech his own. In pilot’s lingo it’s 
called "being high in the Alpha". Of course, the pilot 
still has to manipulate internal controls with his own 
hands, but that only adds a little extra challenge to a VT 
pilot with the right stuff. 

Every part of Lyndon’s body was twisted in 
readiness for the first shot. The unbearable stress built 
as they crawled through the jungle, expecting a 
Zentraedi behind every rock and tree. Tension sweat ran 
down Lyndon’s face as he kept his eyes glued to the 
many sensor displays that would give the first sign of the 
enemy, while also watching the 360 degrees external 
canopy view. Once again Lyndon cursed the designers 
who hadn’t made a heads-up display for such important 
sensors. On top of that, Lyndon had the difficult task of 
maneuvering a 42-foot tall machine through dense 
pongle. Still, his experience helped him mesh these tasks 
efficiently, just as it did for each member of his 
command. Despite all his experience, Lyndon still 
didn’t feel ready when the shooting started. 


Part II 


"T got something over on my right Dave", Lyndon 
heard Jim say over his direct line laser com. 

Jim was off behind and to the right of Lyndon, and 
his wife likewise to him. Troy was on Lyndon’s left, 
and Lyndon had taken the point for himself. Gary 
Cooper’s head tumed toward Jim’s mecha, the "Ark", 
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and saw it pointing it’s finger off into the meaningless 
jungle canopy. As if they had seen Jim’s gesture, which 
they probably had, three Regault pods erupted out of the 
ground around Jeanette’s mecha, neatly putting her 
between themselves and the rest of the "Company" 
mechas. Lyndon figured that these three were not the 
only enemy pods around, and he wouldn’t let his men 
and himself get suckered into a trap. He had Jeanette 
pull back, and Jim move up for fire support, but with the 
objective of drawing the Zentraedi out of their cover. 

"That was an order Jim would like", Lyndon quickly 
thought to himself. 

He then had Troy protect the Rockburn’s backs. 
Troy started to protest, he was a bit psychotic with 
regards to Zentraedi and would probably want in, now. 
Lyndon didn’t bother to listen, he switched his radio to 
Venezuela ComTac as he began circling around behind 
the pods. 

"This is Lyndon, we need help NOW, Venezuela 
Base, we have drawn the enemy out, repeat, drawn the 
enemy out, over" Lyndon said quickly. It took an 
eternity of a moment for the response to come. 

"Lt. Lyndon, this is Venezuela Base, we are under 
attack, our mecha casualties are high" and Lyndon’s gust 
turned to ice, "your help will come twenty minutes after 
we can send it. Venezuela Base out." 

"Goddamn it!" Lyndon yelled at his radio, he didn’t 
have time to ponder the personal meaning of the 
message from Venezuela Base, he was too busy fighting 
for his life. Lyndon had Gary Cooper grab a low lying 
tree limb and swing into one of the Zentraedi’s prepared 
positions, quickly noticing the worn look of the grip, and 
filing away the high possibility of Zentraedi armors 
lurking around. As Lyndon surveyed the situation he 
thanked his lucky stars the pit wasn’t booby trapped. 
The Zentraedi had calmly and professionally followed 
the Rockburn out of their cover, they may have been 
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mistaken abandoning their holes so quickly, but Lyndon 
realized he would save made the same move. The 
Zentraedi knew they had to continue to concentrate fire 
on Jeanette’s mecha, and they did. Jeanette’s VT, armor 
worn, joints frozen, was a sitting duck as the last flurry 
of particle beams blew the arms and head off the 
crippled mecha. As her mecha fell down, Jeanette’s own 
scream harmonized perfectly with thte shriek of tearing 
ceramsteel on her mecha. Jim began trading transuranic 
slugs for particle beams at point blank range with all 
three pods, in a desperate ploy to cover his wife. Jim 
actually was succeeding, one of the Zentraedi pods 
began to fall as the damage to machine and pilot became 
overwhelming. Lyndon looked at the machine and saw, 
in a mind turning thought, what he hoped was blood 
flowing from the pod along with gouts of lubricant. 

"We got three new pods on our six, over", Troy 
suddenly yelled. 

“Marcus, you are ordered to engage and defeat those 
enemy pods, out", Lyndon responded. If it was in good 
shape, Troy’s armored VT might just do the job. It 
wasn’t. Lyndon’s extemal mikes picked up Troy’s battle 
cry as he charged into the midst of the new enemy. With 
his own time, Lyndon triggered two missiles from his 
left guantlet and cut loose with his GU-pod. The first 
missile, an armor piercer, gouged a hole through the 
pod’s armor, the second, a plasma napalm warhead went 
straight in and detonated inside the pod. The Zentraedi’s 
scream echoed on Lyndon’s external pickup, but Lyndon 
had no time to hear it. Gary Cooper’s GU-pod, the rifle 
like appendage on the end of the mecha’s arm, ripped 
open the joints on the third pod’s legs. The Zentraedi 
mecha crashed to the ground in a miasma of blood, 
mecha fluids, and the screams of pilot and broken metal. 

Suddenly, Lyndon realized his suspicions about 
Zentraedi armors were right, as he picked up two male 
power armors trying to sneak up behind him. He 
whipped around and had beaten the first Zentraedi armor 
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on the draw with his GU-pod, but Gary Cooper’s 
shoulder froze. The armor didn’t hesitate, its shoulder 
cannon blew off Gary Cooper’s frozen right arm in a 
flash of plasma. Lyndon screamed as the biofeedback 
circuit failed and made him feel like his own arm was 
being blown off. The second Zentraedi didn’t hold back 
either, its belly cannon walked up and down Gary 
Cooper’s torso. Luckily, the thick, but shaky, torso 
armor managed to hold. That didn’t mean Gary Cooper 
wasn’t whiplashed back and forth, smashing Lyndon’s 
face into his control panel. Lyndon tasted his own 
blood, probably from a broken nose, and desperately 
recovered his mecha. Lyndon pulled up Gary Cooper’s 
last left gauntlet missile and triggered it into the second 
armor, its plasma covered and knocked down the huge 
machine. Then Lyndon blew open the right shoulder 
missile compartment and emptied it, firing a storm of ten 
missiles at the first armor, the multiple explosions 
disintegrated the Zentraedi mecha. Lyndon used the 
moment’s respite to punch up damage control screens 
and ordered on several fire extinguishers and sealing 
plates. A nagging pain continued to filter through to 
Lyndon, when he looked at his arm and he saw that the 
blast from the first armor’s plasma cannon had gone 
Straight through armor and insulation. While not 
actually piercing the ceramsteel of this cockpit wall and 
body armor, the plasma beam had flash heated the 
ceramics so that his right arm casually resting against the 
bulkhead was a blackened, burned mess. Lyndon 
marked up his arm to fate and called Jim. 

"Jim, is she alive? Over", Lyndon began. 

"Yeah, but it don’t look good, we gotta get her out of 
here." Lyndon could hear the near desperation in Jim’s 
voice. 

"Jim", Lyndon began, "blow your armor, detach her 
pilot compartment, slave her self-destruct to my boards, 
go to Jet mode, and blast for Venezuela base, I’ll try to 
cover you. Over" 

"Yes, sir, right away sir! Over." Jim was reverting 
to basic training in his panic, though he did sound better 
as he responded. Lyndon didn’t have time to pay more 
attention to the Rockburn after seeing the self destruct 
enable appear on his controls. 

"Marcus, I want.a sit rep now!", Lyndon bellowed. 

"I’m down, jurt sir, but so are the Zentraedi", a 
weak, scared voiced responded. Lyndon realized the 
weakness of the transmission meant Troy was using his 
wrist radio, which meant that the damage to Troy’s 
machine must have been critical. 

"Don’t worry Troy, I’ll be right there, hang tight", 
Lyndon responded with a reassuring voice. 

Lyndon hesitated for only a moment to fire a hip 
mounted explosive warhead into the second Zentraedi 
armor, who looked like he might be trying to get up. 
Lyndon jumped out of the hole, and ran to Troy’s 
mecha, or the remains of it. The mecha was totaled and 
Troy was lucky that there hadn’t been a missile 
explosion, probably because he had fired the few 
remaining missiles already. The pilot’s compartment 
wasn’t intact, and Lyndon realized it was just as well 
because Gary Cooper had lost his repair arms when his 
right arm was blown off. As Lyndon looked over his 
own boards, he detected a large party of renegades 
slowly advancing 

“Can you get out of there on your own Troy?" 
Lyndon began. 

"No sir, canopy, hydraulic chair, even the ejection 
sesat are all out or jammed", Troy responded. "What 
should I do?" 

Lyndon heard the fear in Troy’s young voice, and 
had to spend a moment fighting his own panic down. 

"How’s your body armor, Troy?" Lyndon said as a 
plan formed in his head. 


"It’s okay. What are you planning, sir?" Troy 
responded. Lyndon could tell Troy wasn’t too excited 
about a plan requiring body armor. 

"Well then, prepare for impact", was all Lyndon 
responded. 

As he waited for Troy’s all clear, Lyndon looked up 
and saw the pods crossing over the prepared positions. 
The minutes ticked by and the Zentraedi advanced. 
Lyndon plotted the locations of Zentraedi and Jeanette’s 
mecha carcasse. 

"I’m ready" came Troy’s voice rousing Lyndon from 
his computations. 

"Well, here I come", Lyndon responded. 

With that Lyndon pulled back Gary Cooper’s 
remaining fist and punched straight through the pilot’s 
compartment on Troy’s mecha. Lyndon pulled a 
surprised Troy out of the broken mecha and triggered all 
his remaining missiles at the Zentraedi on the far side of 
Jeanette’s mecha. The missiles wreaked havoc in the 
Zentraedi ranks and the pods broke and ran over 
Jeanette’s mecha corpse. Lyndon waited till the remains 
were right in the midst of the Zentraedi and set them off. 
the resultant explosion decimated the Renegades. 

"Bastards", Lyndon muttered as he surveyed the 
carnage, no enemy survivors. Tiredly, Lyndon dumped 
his special armor, secured Troy as best he could, 
switched to Guardian mode, and blasted for the sky. 
Gary Cooper was crippled, but the transformation 
seemed to help her, and she began limping home, a 
distressed Marcus still in the mecha’s fist. 

For the moment, Lyndon felt relieved to have 
merely survived, and he radioed Firebase Orchid. 

“I need some support up here now, Firebase Orchid, 
what do you got? Over", Lyndon called. 

"This is Firebase Orchid", the response came. "We 
got smashed today, you are to proceed with any 


casualties to Venezuela base, out." came the surprise 
news. While it was just terribly awful about the 
Firebase, it still meant leave time at Venezuela base, 
home. 

"IT hear and obey, Firebase Orchid, out", Lyndon 
responded. 

Lyndon looked up to see Sarah’s picture, still 
miraculously perched above his radar screen. Then a 
cold knife of fear twisted in his gut as he remembered 
the message from Venezuela base. 

"Venezuela Base, come in Venezuela Base, this is 
Lt. David Lyndon. Over", Lyndon called, not knowing 
if there was a base to respond. It took another endless 
moment for the radio response. 

"This is Venezuela Base, we read you Lt. Lyndon. 
Over", came the too calm reply of a comm tech. 

“What’s your condition Venezuela Base, I’ve got 
casualties ETA 15 minutes. Over?" Lyndon replied with 
the confusion and hysteria not quite concealed in his 
voice. 

“We just had a dust off today, no personnel 
casualties, Lt. Lyndon. Over", the comm tech seemed to 
suddenly realize that Lyndon might have called during 
the attack. 

“Then please patch me through to Sgt. Sarah 
Lyndon. Over", Lyndon requested, with a trembling 
voice. 

“Aye sir. Just a moment, sir. Over", the comtech 
responded with another note of understanding. The 
crackle of switching noises seemed to take forever 
before a cooled blessed voice came on. 

“David? David id that you?" said the voice like a 
cool, soothing balm on exposed nerves. As his voice 
chocked, Lyndon managed to get out, 

“Looks like I’ll be home for dinner tonight, honey." 
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FAN ARTIGLES 


LEONARD’S & ADM. HAYES’ POINT OF VIEW 


I’m writing this as an 
encouragement for some discussion 
among Robotech fans. The usual 
way to get a frank discussion going 
is to put forth a resolution that 
causes people to rethink the 
conventional wisdom. One of the 
interesting and laudable features of 
the Robotech trilogy is that it is 
anti-war while being appreciative 
of the warriors and the virtues of 
the military. Yet overall the 
impression is given that Admiral 
Hayes (Lisa’s father) and General 
A..Leonard were militaristic 
warmongers whose policies led to 
disaster. 

Resolved: Hayes and Leonard 
had the optimum solutions to the 
Robotech conflicts. 

The Hayes program of the 
Grand Cannon was the instrument 
that allowed the human race to 
survive. While the SDF-1 and the 
Zentraedi Fleet under Breetai did 
destroy somewhere in the vicinity 
of (the McKinney estimate) 1 000 
000 of Dolza’s vessels. The greater 
part of 4 000 000 were destroyed in 
the inconceivable violence of the 
Grand Cannon’s hellfire. The 
weapon proved its worth. 
Arguably had the SDF-1 and 
Breetai’s force been closer to Earth 
and within effective combat range, 
damage to Earth would have been 
minimal. To the extent that Hayes 
had approved of the SDF-1 decoy 
maneuver (a death ride reminiscent 
of the end of IIN YAMATO) he 
could be held culpable for splitting 
his forces in the face of an enemy 
of unknown size. To be fair to him 
he had no idea of Dolza’s intent, 
Breetai’s defection or that the 
Zentraedi had any intent in 
attacking the planet they had 
hitherto ignored. 

As for the negociations pled for 
by Gloval and eloquently by the 
heroic Lisa Hayes - they were 
useless. Dolza had no interest in 
negociations,-he attacked 
immediately after defolding. The 
flaw in the thinking of Lisa, Gloval 
and later General Emerson is to 
think that everyone can be reasoned 
with. 

Anatole Leonard is considered 
a somewhat worse villain. He 
appears to be modeled on those 
French and English generals in the 
First World War who sacrificed the 
flower of European youth in frontal 
assaults of ghastly bloodiness from 
the Somme to Gallipoli. He is 


clearly portrayed as inferior 
morally and in military terms to 
Waldo Emerson, the Oman Bradley 
of the Southern Cross. 

Yet was Leonard’s tactic of 
frontal assault wrong? The 
Robotech Masters, for all their 
knowledge of this obscure science 
were poor tacticians. They had 
superior equipment, the advantage 
of surprise and in a very real sense 
no concern or backlash from 
casualties. The Southern Cross had 
only numbers. It was the head to 
head slugging matches that 
exhausted the Robotech Masters’ 
supply of protoculture which in 
turn caused them to suffer a 
reduction; first in the size of their 
forces then in the resolve and 
efficiency of those forces and lastly 
in their ability to replace and 
replenish. A roughly equivalent 
situation occurred in South Africa 
when an advanced European army 
under Lord Chelmsford split itself 
into three columns and attacked the 
primitive Zulu kingdom. The 
center column was destroyed by an 
attacking force some 15-20 times 
its size. This force was completly 
outgunned and used its greater size 
to soak up the firepower of the 
European force till they could close 
and fight effectively. They simply 
had no alternative. .While a 


military analysis of the Robotech 
Saga and especially the Southern 
Cross part of the assignment is 
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difficult as the size of the involved 
forces and the relative effectiveness 
of the equipment are open to 
question, it does not seem that the 
Army of the Southern Cross had 
much alternative. 

What would Emerson have 
done differently?’ He might have a 
greater gift for tactics than Leonard 
but that is a detail. Beyond 
throwing everything he had at the 
Masters I see no other option. 
Negociation? Of what, the terns of 
Earth’s surrender? The Masters 
raped the Invid, created and used 
the Zentraedi, and built a society of 
disposable people to rule over. 
These people would have enslaved 
the Earth as they had done every 
other race they encountered. They 
too were not interested in 
negociations. They would never 
have believed the RDF-SCA did 
not have the protoculture factory 
and if indeed they found it, there 
would have been no need for them 
to accept any treaty or restrictions. 
Once again there was no basis for 
negociations - the Masters were 
not, in our sense of the word, 
reasonable people. 

In any event, that is how I see it 
after a study of the problem. I may 
be wrong but my logic seems to 
hold together well. It might make a 
lively topic for discussion in the 
pages of this fanzine. 


Edward McKeown 


WHAT IS PROTOCUL TURE? 


Protoculture. The mysterious 
"something" that is the crux of the 
Robotech story. Lives have been 
lost and whole civilizations 
changed or destroyed by it. A tool 
that can be used for great good or 
great evil, depending on the intent 
of its user. 

Just what is protoculture, 
though? How does it do all those 
amazing feats? In this article, I will 
do my best to describe the hows 
and whys of protoculture, as I see 
it. Please note that this is only 
guesswork, based on various 
sources (books, magazines, etc.). 
For all I know, I could have 
everything in reverse order. It all 
starts with a plant called the Flower 
of Life, found on the world of 
Optera. To date, the Flower can 
only grow naturally on Optera 
(later, it is found that the soil of 
Earth can support it). It has some 
interesting characteristics: the plant 
grows in groups of three: one stem 
branches out into three flowers; the 
pollen spores of the Flower can 
induce hallucinations (or, in some 
cases, amplify mental powers); and 
ingesting the petals of the Flower 
has the same effect as a narcotic 
drug. Fascinating as it is, the 
Flower of Life itself is not involved 
in the production of protoculture. 
Rather, it is the seed of the Flower 
of Life that causes protoculture to 
exist. 

The seed has little value, except 
when it begins to germinate. At the 
time of germination, the seed is put 
into a fluid matrix (I’m not sure of 
its exact components). What the 
matrix does is suspend the seed in 
germination. The seed then begins 
to radiate bioenergy. When this 
energy interacts with the matrix, it 
produces an unearthly, gelatinous 
substance that we have come to 
term protoculture. The matrix can 
produce large amounts of 
protoculture over a vast period of 
time, but it will not last forever. 
Eventually, the fluid components of 
the matrix will not be able to keep 
the seed in suspension, and it 
becomes absolutely useless. 

More or less, that’s how 
protoculture is made. Now, for the 
big question: what does it do and 
how does it accomplish those feats? 
From watching the television 
series, viewing videotapes, reading 
texts, and with a lot of luck, I 
believe that protoculture has two 
major uses: energy supply and 
energy conversion. These are 
applied in various ways described 


below. 

First, protoculture can be used 
as a power source. It gives off the 
same sort of bioenergy that the seed 
does when in the matrix. With the 
proper equipment, the bioenergy 
can be converted into more 
conventional forms of power 
(electrical power, ion power, etc.). 
Harnessed in such a way, 
protoculture becomes, in effect, an 
organic battery. 

Protoculture derived energy can 
be used to power various systems. 
An example of this is converting 
protoculture’s bioenergy into force 
energy, and using it for thrust. The 
force energy is routed into a 
specific type of engine. The energy 
is then "pushed" out of the ship in 
one direction at high velocities, and 
the ship then moves in the opposite 
direction. The term "reflex" is used 
to describe this effect. When the 
force is directed out one way, the 
ship moves in the other as a "reflex 
action". 

Protoculture can power a 
device or vehicle for a period of 
time depending on how much of it 
is used. The amount of protoculture 
used in a VF series Veritech will 
last for about ten years of use 
before replacements are needed. 
The cells used to power an Alpha 
will last for about one year, since 
the amount is drastically reduced. 

The most important use of 
protoculture, perhaps, is the 
transformation of psychic energy 
into mechanical energy. Basically, 
it goes something like this: the 
thought impulses that the operator 
wants to "broadcast" are picked up 
by some type of neural receptors 
(usually located in a helmet). The 
receptors then transmit the thought 
impulses to where the protoculture 
is stored. Then, by a process I can’t 
begin to guess at, it changes the 
impulses into mechanical energy 
(energy used by machines to 
perform actions). When used to 
control tools, it makes the tool 
more versatile than expected. Use it 
to control a vehicle, and the vehicle 
becomes a part of the operator, 
making it almost alive. This link 
allows for such precision that could 
never be achieved in manual 
controls alone. Also, it makes 
possible the creation of the war 
machines known as mecha. 

Besides producing mechanical 
power, it also directs that power to 
the location the operator desires 
and in the amount the operator 
needs. This symbiosis can work 
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both ways; however. If a major 
system suffers extreme damage, 
feedback can be sent through the 
neural receptors, causing the 
operator pain. 

Protoculture’s capabilities can 
boggle the mind. For example, 
sending an electric current (I’m 
assuming it’s electric) through the 
stuff will cause it to produce an 
energy field. Its size depends on 
how much protoculture is used and 
the strength of the current. This 
field has strange and various effects 
(increasing the size of an object, 
preserving items, etc.), but the most 
critical are these two: 

The field can be used as a 
defense. It absorbs weapon fire and 
shunts it away. This field can 
surround the ship, giving each 
section cover (but the weapons 
cannot fire through the shield) or 
protect individual sections (this 
frees the lighter weaponry, but the 
heavy guns still can’t fire). Either 
way, it can only shunt so much fire 
at any given time. Once damage 
has gone over this point, the field 
will collapse. 

More importantly, the field also 
has the unique ability to "bend" 
space and time. It opens a gate toa 
dimension parallel to this one, 
allows a ship to travel through it, 
and emerge at a point in our 
dimension. Because of this 
principle, "fold" systems are able to 
exist. These complex pieces of 
machinery contain the generation 
and astrogation equipment 
necessary to make these pimps. The 
practical upshot is that vessels can 
cross vast interstellar distances in a 
relatively short time. If the SDF-3 
made the trip to Tirol using reflex 
engines, it would have taken 
decades (at least) to get there. With 
the fold system, the journey was 
completed in only five years. 

Also, the coordinates must be 
exact and the fold system in peak 
condition (a special ore keeps it that 
way), otherwise a misjump might 
happen, usually with disastrous 
results. 

Weapons can also be powered 
by protoculture. Specifically, the 
large assault weapons known as 
reflex guns. Bioenergy given off by 
protoculture is sent to a machine 
called an energy exchanger (the 
best example is the twin booms 
making up the forward one-third of 
the SDF-1). There, the energy is 
converted into pure concussive 
force, built up, and then released in 
one massive blast. Heat is 


generated as a by-product. Instead 
of venting it through heat sinks, it 
is channeled into the beam, causing 
more damage. When the beam 
strikes its target, the target is 
assailed by so much force that it 
litterally shakes apart at the seams. 
Technology exists to reduce the 
scale of this weapon to a turret gun, 
and eventually to hand-held size. 
Lastly, protoculture can clone 
organic beings. A cell from a donor 
is placed in a specially designed 
chamber. It is then exposed to the 
bioenergy generated by 


protoculture, causing it to multiply. 
Given enough time, an organism 
identical to the donor will be 
formed. This is how the Robotech 
Masters are able to live for so long: 
they cloned younger versions of 


their bodies and placed their. 


consciousness into them. The cell 
can be genetically manipulated 
inside the chamber to alter what it 
will develop into (increased height, 
greater strength, etc.). Any being 
generated from this chamber can be 
altered in the same way. This 
shows how the Zentraedi are 


created and why they can change | 
size with the assistance of a | 
chamber. The correct amount of 
protoculture must be used or the 
clone will be flawed (limited 
intelligence, memory loss, etc.) 
That, as they say, is it. Any 
additions to this article will be 
welcomed. Note that this is my 
interpretation of the Western 
definition of protoculture; the 
Japanese one is completely 
different. But, that’s another story. 


Michael Picciano 


VERITECH LOG 


ALCOHOL EFFECTS TABLE 


To use these tables there has 
been a new ability score created, 
called A.C. (<A>lcohol 
<C>apacity). This score tells the 
amount of alcohol a character can 
absorb into his/her system. To 
calculate A.C., use the following 
formula and modifications. 


FORMULA: (P.E. x 2) + (1/point 
of P.S. above 18) 


MODIFICATIONS: 

+/- 1 per every 5 pounds over/under 
180 

+20 if character is an alcoholic 

-15 if this is the first time the 


character has ever drank 
+10 if character has eaten a major 


meal within 1 hour before | 


consuming the alcohol 


+2 if the character is "munching". 


while drinking (eg. peanuts) 

-10 if character is depressed or in 
some sort of negative emotional 
state (eg. demotion, death in the 
family, etc.) 

+10 if the character is "partying" 
(eg. celebrating a smashing 
victory in combat, birthday 


party, etc.) 


ALCOHOLIC DRINKS 
A.C. POINTS DRINK eed 
G@fneeded) 
-2 light beer 
-3 draft beer 


-5 black beer (the German’s 
favorite; if the character IS 
German it only costs 3 


points) 
-2. "cheap" wine (your basic 
“wino" drink) 


-3. moderately priced wines 
("affordable" according to 


the middle class) 

-4 expensive wines (eg 
champagne) 

-5 outrageously priced wine (eg 
100 years old wines) 

-3 “soft" liquor (under 120 
proof) 

-8 "hard" liquor (over 120 
proof) 


MIXED DRINKS 


-8 Kamikaze 

-10_ Red Eye 

-15! Atomic Bomb (hits hard and 

fast...(1d4 melee remai- 

ning)) 

Napalm (90% special hot 

sauce, 10% 200 proof 

moonshine) 

-203 Zentraedi Buster (""What’s in 
it?" Good question...); 
DEADLY TO ALL ZEN- 
TRAEDI!!! 

*#** ONLY found in sleazy bars *“* 

-3 to -9 Atomic Fuzzy Navel (orange 
and peach juice, 200 proof 
moonshine) 

-9 Mai Tai 

3 Screw Driver 

-4 Bloody Mary, etc. (all other 
low alcohol drinks) 


-50% remaining AC. 
1d10 min. of mouth burnoing! 
25% of passing out 
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SPECIALTY DRINKS 
(our personal favorites...) 


see below Funky Cold Medina 

see below The Boxer 

see below Leap Into an Open Grave 

see below The Terminator 

-12 The Management Special (1 
shot of EVER YTHINGthey 
have) 
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The Funky Cold Medina as 
inspired by the song of the same 
name, thus it is an aphrodisiac. It 
has a 20% chance (+/-2% per point 
of M.E. below/above 9) of 
working. If the GM wishes to be 
sadistic (like us...) we have 
included the following 
options/suggestions. Change the 
chance of affecting them to 50% 
(+/-4% per point of M.E. 
below/above 9; +2% per point 
difference between "sober" A.C. 
and current A.C.). If the drink 
takes effect note that it is a 
MEGA-aphrodisiac; the person will 
want to "jump" the first thing they 
see, regardless of sex, race, color, 
age or species (yes, this means 
animals are a possibility!). The 
effects of the non-sadistic drink 
only last until they are (1) rejected 
(eg. slapped across the face) or 
taken up on the offer, or (2) they 
can "Sleep it off" (takes 1d10 
hours). The sadistic version is 
another story entirely... The 
consumer of this drink will stop at 
nothing to satisfy his/her need 
(whether it ends up meaning 
masturbation or with another). If 
they wish to wait until it wears off 
(this decision can only be made and 
ACTED UPON by his fool- 
hardy..eh..brave companions who 
are willing to risk life, limb and 
purity to help the poor devil) it will 
take anywhere from 2-24 hours 
(2d12). 

The Boxer is an unusual drink 
to say the least. There usually is an 
offer made by the owner that if they 
can drink this drink and not pass 
out they will receive all the drinks 
for the remainder of the night free 
(not just the drinker, but his entire 
party). This offer can be made 
because not many people can do it. 


The cost for trying this offer is -20 
A.C. and an 85% chance of passing 
out. If they do pass out there is a 
10% chance (+0.5% per point 
(rounded) difference between their 
"sober" A.C. and their current A.C.) 
of lapsing into an alcohol induced 
coma. If they do not pass out, by 
some miracle, they pay for the 
drink by not only losing the 20 
A.C, points but also by (1) losing 2 
points from P.P, P.S. and P.E. for 
1-4 days and (2) suffering a 
11-20% penalty (1d10+10) on all 
skill rolls for the same amount of 
time. (This loss of 11-20% also is 
off of strike, roll, dodge and parry 
attempts.) Regardless if the person 
passes out or not they will suffer 
from an EXTREME hangover 
(which is an understatement) of 
1-10 days. This hangover causes a 
bonus loss of 1-4 points on 
initiative, strike (except missiles), 
dodge, roll and parry for the 
duration of the hang over. This is 
caused by a special added bonus 
"kick" that they add to the drink -- a 
small pinch of CURARE!!! 

Leap Into an Open Grave is not 
a drink to be taken lightly. It isa 
close relative to The Boxer but uses 
different things in it and is less 
powerful. It only costs 15 A.C. and 
only gives a 39%/5% chance of 
passing out/coma. There is no 
special substractions because of 
one small detail -- no curare! 

The Terminator is a drink that 
should never appear on a menu and 
should be very hard to find. The 
history of this drink is as follows: a 
team of chemical research scientists 
were trying to... (I really should not 
tell you, but...) create a drug that 
could replace alcohol (and have a 
more devastating effect than...). 
The reason it should be rare is that 
the R.D.F. got wind of their 
creation and paid off the team, 
because their "wonder drug" 
backfired and ended up countering 
the effects of alcohol! There is 
only one side effect; after 
consumption, the body cannot 
tolerate alcohol for 1-6 weeks. The 
"sobering" effect only takes 2-12 
melee rounds. The formula 
reached the public by a "slip of the 
tongue". One of the scientists told 
a "friend" (really an underground 
newspaper reporter) the formula 
while drunk. There are very few 
people who know the formula (only 
4% of all bartenders) and those 
who do will not admit to it readily. 
(Now, if you slip them a 50Cr. 
note...) 

To tell the character’s current 
state of inebriation use this 
formula: (Sober A.C. - Current 
A.C.) / (Max A.C.). This will tell 
you what percent "gone" they are. 
If they reach 100%+, they are 


“commode hugging drunk"; at 
75-99% they are quite drunk; at 
50-74% they are "legally" drunk; at 
25-49% they are "buzzed". If a 
character insists on continuing to 
drink after they reach 100% they 
can go until they reach 110% then 
they pass out. If their percentage 
surpasses 110%, there is a chance 
of them slipping into an alcohol 
induced coma (see below). 

If, for any reason, a character 
passes out from alcohol, they can 
slip into an alcohol induced coma. 
This can have devastating effects 
on the body. The chance is 
calculated by the following: 10% + 
(2% per 1% A.C. above 110% 
A.C.). If they do slip into a coma 
roll on the following chart. 


Roll Effect 


01-10 DEATH! The doctors can 
do nothing except hook the 
character up to life support 
machines and let the him live 
in a state of sleep, or let him 
die. 

11-20 SERIOUS COMA -- LASTS 
2-12 MONTHS. The victim 
suffers from the following 
permanent penalties: -1d4 on 
1.Q., P.S. & P.E.; -2d4 on 
P.P., M.E. & M.A.; -1d6 on 
Spd; -1d20 on S.D.C.; -1d10 
on H.P.; color blindness (no 
correction possible; GM 
decides severity) 

21-40 MINOR COMA -- LASTS 
1-10 WEEKS. The character 
suffers from the following 
penalties: -1 on I.Q, P.S. & 
P.E.; -2 on P.P., M.E. & 
M.A.; -4 on Spd; -1d10 on 
S.D.C. These last for 2-20 
weeks after they come out of 
coma. They also suffer the 
following permanent 
penalties: severly near/far 
sighted -- must use heavy 
prescription corrective lenses 
(can be corrected, to a 
point(will still need glasses), 
by microscopic surgery). 

41-70 WEEK LONG COMA -- 
LASTS 7 DAYS. Character 
suffers the temporary 
penalties of a minor coma for 
1-10 days after they come 
out of the coma. They have a 
1 in 20 chances of having 
problems with their eyesight. 
(If they do, roll 1d10 and 
check the following: 1, 
legally blind; .2-5, color 
blind; 6-8, blind in one eye; 
9-10, mild eye spasms 
(explained under month long 
coma; only half of penalties, 
duration, and chance) -- all, 
except eye spasms, can be 
corrected by surgery.) 

71-80 TWO WEEKS LONG 
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COMA -- LASTS 14 DAYS. 
Character suffers the same 
temporary penalties as a 
minor coma for 2-20 days 
after coming out of the coma. 
They also have 1 in 10 
chances of having trouble 
with their eye sight (1, 
legally blind; 2-4, color 
blind; 5, blind in one eye; 
6-7, near sighted; 8-9, far 
sighted; 10, eye spasms (as 
explained under month long 
coma) -- all, except eye 
spasms, can be corrected by 
surgery.) 

81-95 MONTH LONG COMA -- 
LASTS 30 DAYS. Character 
suffers all the permanent 
penalties of a serious coma 
(except color blindness), but 
only for 1-4 months. Their 
eye sight has a 50% chance 
of being affected. If it is, roll 
1d10 and check on the 
following: 1, legally blind; 
2-4, color blindness; 5-6, 
near sighted; 7-8, far sighted; 
9-10, serious eye spasms. 
Serious eye spasms are 
defined as extreme pain from 
the eyes accompanied by 
blurred, tunnel vision. There 
is a 50% chance of these 
occurring during stressful 
activities (eg. battle) a 10% 
chance of them occurring 
during relaxation, and a 30% 
chance of them occurring at 
any other given time. A 
spasm will generally last 
from 1-4 melee rounds up to 
1-10 minutes (GM decision). 
There is only one roll made 
‘to see if the character has one 
every hour while relaxing or 
doing non-stressful activities, 
but once every 10 rounds if 
doing stressful activities. 
While a character is having 
an eye spasm they automati- 
cally lose initiative rolls, are 
-6 to strike, -10 to roll, dodge 
and parry, and are -20% on 
all skills. All other eye 
problems can be corrected 
through surgery, but the eye 
spasms can only be control- 
led by taking medicine 
(which reduces the chance of 
having one by a factor of 10 
(the percent divided by 10)) 
daily and while having one 
(reducing the penalties in 
half, 1-6 hours after taking 
it). 

96-100 "OVER NIGHT COMA" -- 
LASTS 12 HOURS. The 
character will only show 
effects of passing out and 
will recover normally, or so 
it will seem. When they 
wake up, they will find 
themselves totally blind, with 


no chance of surgical correc- 
tion. 


If a character is drunk, he will, 
obviously, suffer from a hangover. 
It will generally last from 1-4 days 
and during that time the GM should 
impose the following penalties: 
-1d4 on M.A., P.P., M.E., & 1.Q.; 
-3% (x duration of hangover) on all 


skills; -1d4x2 on initiative. Each 
day, the penalties are reduced by 1 
point (3% for skills; 2 points on 
initiative) until they return to 
normal levels. We suggest you let 
the poor devil “sleep it off", but if 
you want to be sadistic... 

We hope you enjoy these rules 
and have fun "celebrating!" Any 
comments and suggestions are 


welcome. We have not been able 
to test this as much as we wanted 
to, but we felt we could not keep 
these new rules to ourselves and 
wanted to get them out to you as 
soon as we could. Cheers! 


Mark Kintigh 
Andy Hummell 


ENERGY POINTS 


Has your GM ever left you in a 
potentially sticky situation without 
any protoculture to fuel your 
mecha, and the GM didn’t even 
give you a warning? If the answer 
is yes, then don’t you fret any 
more, just show your GM this and 
your protoculture worries will be 
over. 

After weeks of careful planning 
and testing I have worked out a 
system that not only gives you an 
early warning system when your 
protoculture reserves are getting 
low, but adds a realistic element to 
your gaming. 

What are Energy Points (EP) 
and how are they used in 
Robotech? EP measure the amount 
of energy stored, the amount of 
energy used and the amount of 
energy it takes to power a piece of 
equipment. Think of a regular 
battery. It has so many EPs in it. 
Let’s say 100 EPs. Now think of a 
small electric motor hooked up to 
the battery. It takes 5 EPs to make 
the motor work, so for every melee 
(15 seconds) the motor runs you 
must substract 5 EPs from the 
battery’s total. So if you let the 
motor run until all the EPs are gone 
from the battery, you can figure out 
how many melees the motor can 
run. In this case it can run 20 
melees (5 minutes) before the 
battery runs out. Of course this 
system is designed to be used on a 
much larger scale, powering mecha 
instead of little motors. 

What does this have to do 
with protoculture? As you 
probably already know, a canister 
of protoculture is a lot like your 
modern day battery. It has Energy 
Points too, approximately 400 000 
in one can. A note to the GM: you 
should always let your gamers 
know how much Energy they have 
so they will be able to get more 
culture. When a mecha performs 
an action that uses EPs it should be 
substracted from the total EPs in 
the canister of protoculture. The 
usual amount of EPs used in a 
mecha action is around 25 EPs. 

Why would you even bother 
substracting a measly 25 points 
from 400 000 and what’s the point 
of it all? This is exactly where the 
EP system comes in handy. The 
EP system should not be used every 
melee round but used when a heavy 
amount of actions is goint on or 
during long periods of time. The 
GM should figure out how many 
melees were used and substract 
accordingly. In a combat scenario 


the GM should keep track of melee 
rounds and have the players write 
their mecha action down. Then 
after combat is done you can figure 
out the amount of EPs spent by 
multiplying the amount of melees 
and the amount of EPs an action 
uses. Down below I have charted 
out a list of melees and their real 
time counterparts. 


1 MELEE = 15 SECONDS 

4 MELEES = 1 MINUTE 

240 MELEES = 1 HOUR 

5 760 MELEES = 1 DAY 
172 800 MELEES = 1 MONTH (30 DAYS) 
2.073 600 MELEES = 1 YEAR (APPROX.) 


(Note: unless you have an IQ of 
200, it is always handy to have a 
calculator around.) 


BASIC ENERGY POINT CHART 
(for Mospeada mechas) 


To find the total amount of EPs 
used, take the amount of melees 
and multiply it by the amount of 
EPs fo that action. The total is then 
substracted from the EPs in the 
canister of protoculture. 


Cyclone: Uses one fully 
charged canister of protoculture 
(400 000 EPs) for 2 months of 
constant use. 


Cycle mode Top Speed: 1 E.P. 
3 


Cycle mode turbo: a 
Change mode: 10 
Flying Battloid: 15 
Jump: 4 
Jump (Jet Assist.): 6 
Run: 2 ei 
Punch: 1 ‘i 
Kick: lL 
Leap Kick: 2 


* Changing Mode can only be 
done one melee at a time. 

** Since these are attacks, they are 
not multiplied by melees, they 
are multiplied by amount of 
attacks. 


Of course there are a lot more 
actions which can be accomplished 
by a mecha, but any other actions 
are either not very common or use 
so little ’culture that it would 
hardly drain any EP at all. 


Alpha Veritech: Uses 16 
canisters of protoculture (6 400 000 
EPs) for one year of constant use. 


Jet, cruise speed: 2 EP. 
Jet, Top speed: 3 6 
Change mode: 30 
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Battloid+Guardian, Hover: 2 
Battloid+Guardian, Top Speed: 3 
Battloid+Guardian, Running: 4 
Battloid+Guardian, Jump: 6 


Jump, Jet assist.: 10,, 
Punch: aw 
Kick: 2 ii 
Leap Kick: 4 


* Changing Mode can only be 
done one melee at a time. 

** Since these are attacks, they are 
not multiplied by melees, they 
are multiplied by amount of 
attacks. 


Beta Veritech: Uses 16 
canisters of protoculture (6 400 000 
EPs) for one year of constant use. 


Jet, cruise speed: 2 EP. 
Jet, Top speed: 6 R 
Change Mode: 36 


Battloid+Guardian, Hover: 3 
Battloid+Guardian, Top Sp. 6 
Battloid+Guardian, Jump: 12° 
Battloid+Guardian, Run.: 6 


Jump, Jet Assist.: 12 fe 
Punch: oe 
Kick: Se 
Leap Kick: 6 


* Changing Mode can only be 
done one melee at a time. 

** Since these are attacks, they are 
not multiplied by melees, they 
are multiplied by amount of 
attacks. 


RESTRICTIONS 


When the protoculture energy 
level decreases by so many points, 
some restrictions on the mecha are 
applied. Below is charted out a 
supply of optional restrictions to be 
used on all mechas. 


100% EPs No Restrictions 

95% EPs -1 on Initiative 

90% EPs -1 to Target 

85% EPs -1 Attack 

80% EPs Decrease Speed by 25% 
75% EPs -1 to Target 

70% EPs -1 Attack 

65% EPs -4 on Initiative 

60% EPs -2 to Target 

55% EPs-1 Attack 

50% EPs Decrease Speed by © 
another 25% 

EPs Mechamorphosis takes 
twice as long (2 melees) 

EPs -3 to Target 

EPs Lose all Initiatives 

EPs Lose one Sensor System 
(Roll Percentile Dice) 


45% 


40% 
35% 
30% 


For Cyclon Mecha: 
01-20% Radar 
21-60% Targeting Sys. 
61-85% Radio Comm. 
86-00% Misc. Indicator 
For All Veritechs: 
01-15% Radar 
16-35% Laser Comm. 
36-45% Laser Targeting 
46-50% Motion/Collision 
Warn. Sys. 


51-75% Spotlights & Loud 
speakers 
76-00% Heat & Rad. Shields 


25% EPs Lose Mechamorphosis 
Capabilities 

20% EPs Decrease Speed by 
another 25% 

15% EPs Jet Thrusters cannot 
function 

10% EPs Lose rest of Sensory 


Systems 

05% EPs Lose all Attacks 

00% EPs Automatic Shutdown of 
mecha 


NOTE: All restrictions are 
cumulative. 


Brent Swanson 


shadow Cytlone™ ‘ 
enT Suersen ‘99 
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THE SHADOW CYCLONE 


The Shadow Cyclone is Doctor 
Lang’s "Ultimate" creation. 
Incorporating the use of the 
Shadow Cloaking Device into the 
Veritech Riding Armor made the 
ultimate mecha even better. 
Looking at the mecha, many small 
changes from the other cyclones are 
noticeable. First, it is a lot more 
streamlined with a sleek black and 
silver color combination. Second, 
the GR-103 Mini-Missile Launcher 
has been dropped and in its place a 
Reflex cannon built into the right 
shoulder portion of the armor. 
Third, the cumbersone heavy duty 
shock absorbers have been done 
away with. In their place are 
magnetic shocks that use 
superconductive magnets for a 
smoother and more controllable 
ride. Fourth (this is probably the 
more noticeable change), the 
foréarm/hub shields are two 
weapons systems: a GR-97 Missile 
Launcher and a CADS system. . 

GMs NOTE: Very few Shadow 
Cyclones have been built and are 
usually reserved for high-ranking 
officers. If you decide to let your 
player(s) receive one; he or she 
should have earned it by at least 
reaching level 3 for Military 
Specialists, level 5 for Cyclone 
Riders or level 7 for Veritech 
Fighter Pilots. 

BONUSES: Since the Cyclone 
was designed for clandestine 
operations the addition of the 
Shadow Cloaking Device enables 
the cyclone to become virtually 
"invisible" to the Invids, giving the 
Cyclone +4 on initiative and +1 to 
strike. Because the Invid have a 
difficult time recognizing human 
machinery and usually only attack 
an active source of protoculture, 
this gives the Shadow Cyclone the 
ability to negate the Invid’s 
Protoculture Targeting System and 
gives a -20% penalty to the Invid’s 
Perception Factor. The Shadow 
Cyclone also has the-ability to 
seemingly disappear to the Invid, 
usually into some type of forest 
vegetation. The ability is 25%+5% 
per level of experience. Since the 
Cyclone rides on a cushion of 
repulsing superconductive magnets, 
it is easier to handle on rougher 
terrain. This gives a +10% on 
Control rolls. 


Model Type: VR-064 Shadow 


Class: Military Operation Soldier 
Protection Emergency Aviation 
Drive Auto. 


Crew: One 


M.D.C. by Location: 

Headlight (front) - 2 

Front Tire - 2 

Rear Tire - 2 

Storage Box (2) - 2 each 

Rocket ters (rear) - SO 

Main Body - 200 

Depleting the M.D.C of the main 

body will shut the mecha completely, 
making it useless. 


Battloid Mode: 

Tires (2, mounted behind 
shoulders) - 2 eachRocket 
Thrusters (rear, lower back) 
- 50 

Forearm Shields (2) - 50 each 

Legs (2) - 100 each 

Head - 50 i 

Main Body - 200 

Depleting the M.D.C. of the main 
body will shut the mecha completely, 
making it useless. 


Speed: Motorcycle Mode: 210 mph 
maximum. 

Typical cruising speed is 
around 80 mph. The mecha is 
equipped with Magnetic Shock 
Absorbers and reinforced M.D. 
body which gives the player a 
+10% bonus on control rolls. 
Turbo Boost by the rear jet enables 
the motorcycle to make leaps of up 
to 40ft across or hurl itself 20ft into 
the air. 

Battloid Mode, Running: 60 
mph maximum. 

Flying: Hover stationary up to 
30ft above the ground and fly up to 
200ft high and at a maximum speed 
of 180 mph. However, flight uses 
up protoculture energy cells three 
times faster than normal. 

Leaping: The powerful legs of 
the Cyclone mecha can leap up to 
20ft high or across unassisted by 
the thruster. A thruster assisted 
leap can propel the mecha up to 
100ft high or across. 


Height: Battloid Mode: 7ft 
Motorcycle Mode: 3.6ft. 
Width: Battloid Mode: 3.4ft 
Motorcycle Mode: 1.6ft 
Length: Battloid Mode: 3.1ft 
Motorcycle Mode: Sft 
Weight: 200Ibs 


WEAPON SYSTEMS 


1. Reflex Autocannon: Due to 
the advances in Robotechnology 
the Reflex Autocannon was made 
possible. The cannon is mounted 
on the right shoulder in place of the 
GR-103 Mini-Missile Launcher. 
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Frequent use of the cannon uses up 
protoculture three times faster than 
normal. 

Primary purpose: Anti-Mecha 
Secondary purpose: Assault 
Range: One Mile 

Mega-Damage: 3D6X10 M.D. 
Rage of Fire: Twice per Melee 
Payload: Unlimited 


2. Close Assault and Defense 
System (CADS-2): This is the 
second version of the CADS-1 
system used by the VR-041 Saber 
Cyclone. It is a smaller, lighter 
type of the High-Frequency saber 
but does not have the renewing 
force field. The blades can only be 
partially retracted and can be used 
as a ramming tool when in 
motorcycle mode. 

Primary Purpose: Hand to Hand 

Combat 
Secondary Purpose: Clandestine 

Operations 
Range: Within reach 
Humber of Attacks Per Melee: 

Equal to combined hand to 

hand attacks 
Mega-Damage: Slash - 2D6 M.D., 

Punch - 3D6 M.D., Power 

Punch - 6D6 M.D. (Counts as 

two attacks), Ram - 2D4 M.D. 

(only in motorcycle mode). 
Weight: 20lbs each 


3. GR-96 Forearm Missile 
Launcher: The GR-97s are build 
into the sides of the CADS-2 
system. They are identical to the 
Battler’s. 

Primary Purpose: Assault 

Secondary Purpose: Anti-Aircraft 

Missile Type: Plasma minimissiles 
only! 

Mega-Damage: 1D6X10 M.D. 

Rate of Fire: Individual or a volley 
of two 

Range: One Mile 

Payload: Four mini-missiles, 
Plasma only! 


4.Gallant H-90 Multi Weapon 
System: The Gallant H-90 is a 
standard sidearm issued to all 
cyclone pilots. See ROBOTECH 
RPG BOOK FIVE: INVID 
INVASION p. 59. Or ROBO- 
TECH II: THE SENTINELS p. 
119-120. 


5. Hand to Hand Combat: 
Punch does 1D4 M.D., Kick does 
1D4 M.D., Leap Kick - 2D4 M.D., 
Body Flip - 1D4 M.D. or Body 
Block - 1D4 M.D. 


Brent Swanson 


VERITECH ACES 


Have any of you ever wondered 
what made pilots like Max and 
Miriya Sterling, Roy Fokker, T.R. 
Edwards, and Rick Hunter so 
exceptional? What is that special 
something that makes them so 
good? Well, folks, they are Aces. 
So, this being an article on the 
RPG, we’re going to show you how 
to become a much feared Veritech 
Ace. 

A warning to GMs: There 
are only a very few such people 
running around. If you let 
everyone in the group become an 
ace, I assure you that game 
integrity and interest will be 
compromised. 

Let us point out that being an 
Ace is not limited to the Veritech 
Pilot O.C.C. Destroid pilots can 
become Aces as well. Here are the 
attribute requirements for such a 
character: 

P.P.20+ 

1.Q.14+ 

PER19+ 

Note: The PERception attribute 
was introduced in Protoculture 
Addicts #3 and so will not be found 
on any of the pre-rolled characters 
found in the Robotech RPG 
sourcebooks. 

Obviously, the PCs will not be 
Aces at Level 1, so allow them 
ascent to the status of Ace when the 
following skills rise above 95%: 

- Pilot Veritech (Destroid) 
- Weapon Systems 
After all this is accomplished, a 


final check should be made to see if 
the candidate is really a special 
pilot. We suggest about a 20-25% 
chance (GM discretion) on the 
percentile roll. After all, the 
attribute requirements are fairly 
stiff. 

So, on to the fun stuff. What 
kind of advantages does an Ace 
have over just an extremely skilled 
pilot? 

- Unless surprised (sneak 
attack), Aces always have the 
initiative. 

- Aces are +5 on called shots 
because of their high perception 
and agility. Aces are much more 
capable of making their shots 
count. 

- Aces receive their P.P. bonus 
on all dodge and “roll with the 
punch" attempts. These people are 
less likely to be hit than most 
"normal" people. 

- On a natural roll of 20 ona 
1d20, the PC acheives a ’critical 
hit’. 

Roll 1d10 Result 


Normal Damage 
-4 1.25 x Normal Damage 
-7 1.50 x Normal Damage 
1.75 x Normal Damage 
2.00 x Normal Damage 
Object Destroyed 


COOPMUAN 


* GMs use discretion when this 
happens. Obviously, a Veritech will not 
destroy a battle cruiser instantly. 


The Ace must be using his/her 
Primary Weapon (i.e. the weapon 
which causes the most amount of 
damage) for a long burst (for 
Veritechs) and a single blast from 
the Destroid’s main weapon. If the 
mecha’s primary weapons are 
missile systems like on the Spartan, 
the possibility for extra damage 
does not apply, since it is not really 
the pilot who determines if a 
missile hits. | 

The extra damage can occur 
when the PC hits an especially 
vulnerable part of an enemy, or the 
hit causes a chain reaction of some 
sort in the enemy’s internal 
structure. 

The last benefit for the Ace 
pilot is one of progression. Simply 
put, Aces get better as they gain 
experience. So, for every 10 
enemies derstroyed add +1 to hit, 
and for every level of experience 
above the one at which the PC 
became an Ace, add +1. 

Finally, we cannot overstress 
GM caution. These people can be 
extremely unbalancing to an 
ongoing campaign or adventure. 
The GM should cut down on the 
amount of NPC support he gives 
out, and should start making the 
opponents slightly more numerous, 
if not more difficult. So have fun 
(especially to the PC who is the 
Ace) and good luck (to his 
enemies). 


Jack Horning 
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NEWS & REVIEWS 


PA NEWS 


This issue of Protoculture Addicts 
is the LAST issue as the OFFICIAL 
Robotech fanzine. Following several 
difficulties we will not renew our 
licensing contract. Anyway, Robotech is 
no longer hot enough to fill a full 
magazine (as this year’s issues have 
shown it) and we want to open our mind 
to a larger horizon: the entire world of 
Japanese animation. Nevertheless, 
Protoculture Addicts WILL continue 
with the SAME name and the same 
- goals but now as the Anime and Manga 
Fan Magazine. A new era now is 
beginning... 

This new improved formula will 
still features fan letters, club news, 
lyrics, fan art, RPG rules, interviews, 
articles, short stories, and comics but on 
(almost) every anime or manga (not 
only Robotech -- but don’t worry we 
will STILL talk about Robotech in the 
"News & Reviews"). There will be also 
design sheets, synopses and more news 
& reviews. All this bi-monthly. More 
stuff, more often, more regularly 
(promised: we have eliminated some 
delay generators!). 

In 1991 PA will be available ONLY 
in comic book STORES. Nevertheless, 
a limited subscription service will be 
offered only for those who can’t find it 
in store. This special subscription (one 
year/ 6 issues) will be sent by first class 
mail to avoid the long delay of the 
second class (we received lot of 
complains about it!) but will cost more: 
$18 US, $21 CAN and $24 US outside 
North America. Back issues will be 
available at $3 US, $3.50 CAN and $4 
US outside North America (P&H 
included -- but Canadian citizens must 
include the appropriate GST). All 
checks or money orders must now be 
drawn to Ianus Publications. 


About the cover artist of issue #9 
(Invid Regis and Regent), I must say 
that Philippe Labelle is one of the 
young and promising SFF artist in 
Québec. Born in 1955 in Montréal, he 
studied Fine Arts at Collége 
Jean-de-Brébeuf and at Concordia 
University where he got a bachelor’s 
degree. He studied computer graphics at 
Université du Québec a Montréal and 
oil painting with a private teacher. He 
has exhibited works in various SF 
convention in Québec, Canada, and the 
States. He also won an award for best 
horror drawing in the amateur category 
at Montréal’s convention Con*Cept 89. 
He is still living in Montréal and 
works/studies in the graphic arts. He 
hopes to become a pro illustrator in the 
next few years. 


The cover of this issue was 
produced with an original cel from the 
series Robotech II: The Sentinels (Code 
2 125 B8) representing the Invid 
Regent (thigh up, frontal pose, eyes 
open) with two Invid (partials). The 
background was recreated by Michel 
Gareas. 


Tanus is still seeking collaborators: 
articles and artwork for Protoculture 
Addicts, of course, but also for other 
projects like comic books. Any 
submission for script, penciling, inking, 
lettering should be addressed to Michel 
Gareau. 

Claude J. Pelletier 


ROBOTECH NEWS 
MORE OF SENTINELS 


It seems that Eternity Comics will 
continue for a long time to publish the 
Robotech II: The Sentinels series. They 
plan to break the main story into five 
books of approximately 15 to 18 issues 
in length each. They are already at the 
issue 7 of book II. There will also be 
various side projects like the Wedding 
Special and the Malcontent Uprisings. 
The latter has incidentally just ended 
and will be replaced in 1991 by a new 
mini-series: Robotech II: The Sentinels 
-- Cyberpirates, a four issue limited 
series also scripted by Bill Spangler. 
(Eternity) 

CIP 


ROBOTECH BACK ON TV? 


Animato! #20 (The Animation 
Fan’s Magazine, P.O. Box 1240, 
Cambridge, MA 02238 -- $3.25 
US/$4.50 CAN) published an article by 
Bob Miller making an overview of 
Robotech five years after, "Importing 
Robotechnology: A Look Back at 
Robotech With Carl Macek" (pp. 
32-36). When can read on p. 36: “As for 
Robotech, Carl Macek believes that it 
will return to syndication, probably in 
1992, to entertain a new generation of 
viewers". Mr. Macek told us that his 
experience and intuition let him expect 
a new interest on Robotech from the TV 
networks. Beside, a fan informed us that 
someone at the Sci-Fi Channel told him 
that they were considering to broadcast 
Robotech in ’91 or ’92. Taking account 
of the actual situation of Robotech, this 
information is surprising but not 
impossible. It seems that the same 
renewal of interest can be find in Japan 
about Macross. They are reprinting the 
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This is Animation books about Macross, ° 
sells new model kits and it seems that 
they will rebroadcast the series. 
Nevertheless, the rumor about a sequel 
to Macross: The Movie is quite doubt- 
ful... More on that later. 

Cp 


ROBOTECH VOICES 


In references to the letter from 
Michael Bokausek (P.A. #8), the actress 
who played Lisa Hayes used the alias of 
“Aline Leslie" --her real name is 
Melanie McQueen. In addition -- Rick 
Hunter’s voice Tony Oliver IS Tony 
Oliver! This information was given to 
me from Tony himself when we met in 
January 1987!! Just thought I’d pass 


along the info. 
Marianne Popa (BJS) 
ANIMATION 
1991 FESTIVAL OF ANIMATION 


The Festival of Animation is 
produced by Mellow Madness 
Productions and gathers 17 animated 
films. All those animation are of great 
interest either for their story, art or 
technique used to produce them: 
“Mother Goose"/David Bishop/USA (a 
violent "revised" Mother Goose stories), 
“Wolf Sweet"/9:20/Donie Danev/ 
Bulgaria (very funny story about 
endangered species) "Simon"/4:00 
/Robert Lance/USA (very classical 
animation, childish, about difference 


* through racism or disabled people), 


“Panspermia"/2:00/Karl Simms/USA (a 
very beautiful and original computer 
animation), "Grasshopper"/8:20/Bruno 
Buzzetto (nice classical animation, 
social criticism on violence and ecology 
in an historical perspective: civilization 
evolved in war and passed away but 
grass grows on it and stay), 
“Vroom"/2:00/Kine Aune/ Norway 
(pencil animation, quite ordinary, about 
road safety), "Eternity"/2:20/Sheryl 
Sardina/USA (time from the point of 
view of sand’s grain in an hour glass!), 
“Tarzan"/6:15/Taku Furukawa/ Japan 
(artisanal technique, why go to Africa 
when Tokyo is a jungle in itself?), 


"Grand Day Out"/23:00/Nick 
Park/Great Britain (Model animation, 
beautiful, funny; a man and his dog go 
to a picnic on the moon to taste cheese), 
"Rug Rat"/6:00/Klasky Cuspo/USA 
- (classical TV animation about a baby 
discovering his environment), 
"Deadsey"/David Anderson/Great 
Britain (a very punkish and weird 
painted-live/model animation about 
violence, arms race with a sexual 
connotation), “Denny Goes Airsurfing"/ 
2:00/Lance Kramer/USA (hint: Denny 
is a dragon and he loves planes!), "We 
Woman"/Soviet Union (3 shorts, quite 
classical), “Dimensions in 
Dialogue"/5:30/Ifex/Chechoslavakia 
(objects animation, interesting concept 
but too repetitive), "The Western"/ 
2:00/Gabor Homolya/Hungary (painted 
glass animation on a perspective trick), 
“Creature Comforts"/5:00/Nick 
Park/Great Britain (Interview with 
animals in a zoo, VERY funny). My 
Top Five: “Denny Goes Airsurfing", 
“Creature Comfort", "Grasshopper", 
“Grand Day Out", "Panspermia", with a 
mention to "Wolf Sweet". If it is shown 
in an art theater near you: go see it! 

CIP 


ANIMATO FILM POLL 


Animato magazine (#20) polled 
their readership for their favorite 
animation in various categories. 
Japanese animaion made some 
surprising numbers. Out of the top 50 
Feature Films: Lapitta #13, Castle of 
Cagliostro #18, Warrior of the Wind 
(English Nausicaa) #24, Be Forever 
Yamato #26, Phoenix 2772 #29, 
Lensman #33, Galaxy Express 999 #35, 
Terra Hei #44, Sea Prince and Fire 
Child (English Legend of Sirius) #45. 
Out of the top 50 TV Series: Lupin IT 
#11, Dirty Pair #13, Starblazers #14, 
Kimba #20, Astro Boy #21, Robotech 
#22, Cat’s Eye #25, 8th Man #32. Also 
making appearances (in Independent 
Shorts) were Osamu Tezuka’s shorts 
Broken Down Film (#10) and Jumping 
(#18). (The Rose #23) 


Also appearing (as non-japani- 
mation deserving mention) in Feature 
Films: Fantasia (#1), Saow White (#2), 
Yellow Submarine (#3), The Secret of 
NIMH (#5), Who Framed Roger Rabbit 
(#7), Wizards (#10), Heavy Metal (#12), 
Allegro Non Troppo (#14), Rock and 
Rule (#15), Tron (#19), The Jungle 
Book (#20), The Little Mermaid (#211), 
The Hobbit (#22 -- this one is japanese), 
Lord of the Rings (#30), Fantastic 
Planet (#41), An American Tail (#46) 
and Fire and Ice (#49). In TV Series, 
The Simpsons is only #44 and Ranma 
1/2 is nowhere! 

CIP 


ANIMENOMINOUS 


A very interesting and 
ambitious ("The New Standard") 
anime magazine is born. 
Animenominous presents (on 
recycled paper) articles and reviews 
of Japanese manga and anime. Not 
just the new cutting edge material 
but also the older Japanese 


animations that get little ink these 
days. And it is very well illustrated. 
Issue #1, released last summer, 
features articles on "Girls with 
Guns" anime, Harlock, Patlabor, 
Osamu Tezuka, Orange Road, Lum 
and a small graphic story ("Jasta"). 
Issue #2’s feature is on Ranma 1/2 
from Rumiko Takahashi. The cover 
shows the cast from this hit TV 
show. Plus, an article on Space 
Cruiser Yamato fandom in the 
U.S., a compact disc review 
column, a piece on collecting 
manga, and an interesting article on 
Vampire Hunter D. This quarterly 
is published by BDC Entreprises, 
Box 549, Bricktown, NJ 
08723-0549, USA. (Diamond’s 
Preview) 

CJP 


BUTTERWORTH 


Kent Butterworth has a very 
interesting résumé. Despite his 
history major, he was brought to 
animation by his love for cartoons. 


_He began as an in-betweener for 


Hanna-Barbera, then moved to 
Filmation where he had to animate 
Mighty Mouse, and Tom and Jerry. 
After that he directed The 
Incredible Hulk for Marvel (in 
South Korea), and Dungeons & 
Dragons (subcontracted to Toei). 
After his experience in Japan, he 
worked on G.I. Joe, Smurf, 
Transformers, and did the 
story-editing for Robotech Hf: The 
Sentinels. Ralph Bakshi asked him 
to work on Migthy Mouse: The 
New Adventures, and he recently 
directed The Simpsons and Tiny 
Toons. 


About The Sentinels, an article 
by Bob Miller in Comics Scene #16 
tells us: 

“Producers Carl Macek initially 
hired Butterworth to storyboard 
Robotech HI: The Sentinels, then 
arranged for him to story-edit the 
65-episode series." 

"Each week, Butterworth and 
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Macek would discuss the series 
with a group of five writers and 
hand out the assignments. These 
writers included John Shirley, 
Arthur Byron Cover, Steve Roberts, 
Duane Capizzi, Richard Mueller 
and Butterworth." 

"“Of course, none of these 
writers would talk to each other 
while they were writing," he notes. 
"They would just do their script and 
bring it back and then there would 
always be a million plot threads 
that had to be woven together. So, 
most of the time I worked on 
Robotech was spent weaving plot 
threads from one episode to the 
other."" 

"Because it was a soap opera, 
the writers referred to Robotech H: 
The Sentinels as “Dallas in outer 
space." But distribution problems 
occured, and the dollar weakened 
against the yen, increasing 
production costs. But the time the 
65 episodes had been written, 
Harmony Gold stopped the 
production. Butterworth, who was 
to direct the new episodes, found 
himself freelancing again." (p. 27) 

About Japanese animation, 
Butterworth says: "The thing about 
Japanese animation is that 
technically, it’s incredibly precise. 


But what they don’t do is character 


animation, which tends toward 
formula. They have basic 
expressions that the character will 
go into: They have the big teeth 


’ expression, the serious expression, 


and the embarrassed expression. 
(...) Their layout are really 
dynamic. Their color sense is 
excellent. Their background 
rendering techniques are superb. 
And they do great explosions..." (p. 
26). 

CIP 


CRYING FREEMAN VIDEO 


The first and second animation 
video versions of Crying Freeman were 
so popular that the third was released 
this past June. This 100-minutes video 
cover the latter half of Book Two. Viz 
has also announced that the Crying 
Freeman poster (20.25"x28.5") is still 
available for $5.95 US/$7.95 CAN. 
(Viz-In #2.9) 

CIP 


DRAGONBALL ON TV 


Harmony Gold test-broadcaster 
part of its 100+ episodes of Drago. 
Lords, the English version of 
Dragonball in Detroit, Pittsburgh and 
other cities. (The Rose #23). 


GUNDAM NOVEL 


Yoshiyuki Tomino. Mobile Suit 
Gundam Ff: The Awakening. NY, 
Ballantine/Del Rey, 1990. 212 p. 
$4.95 US/$5.95 CAN. Translated 


by Frederik L. Schodt (Manga, 
Manga). 


I feel I have to preface this 
review by confessing that I’ve 
never really like Mobile Suit 
Gundam in any of its incarnations. 
Not that I’ve watched much of it, 
mind you, but it always had this 
reputation of being overloaded with 
characters and overwrought with 
plot. Unfortunately, for me anime 
that was too narrative-heavy had a 
severe drawback, and I don’t watch 
much (despite any excellence in 
animation). One thing more: I’m 
not a mecha freak. 

Ah, but now... 

Now there’s The Awakening, 
the first of three books released by 
Del Rey. This series, translated 
directly from the novels by 
Yoshiyuki Tomino, the creator of 
the Gundam anime, should take the 
U.S. anime world by storm. If 
we’re all very, very lucky, it will 
also break down the barriers 
between anime and other SF.What 
we have here, essentially, is a very 
capable translation of a more than 
average SF novel. This is important 
as one must consider two things. 
First, it is a good science ficion. 
Second, it is a great tool for the 
existing Gundam fan. 


The story progresses through | 
the lives of several key characters | 
(most will be familiar, of course) | 
Sha Aznable, Amuro Rey, Saila | 
Mas, being most prominent. We are | 
swiftly introduced to these people, 


all of whom have incredibly 
complex motivations which makes 


them real people, not icons. We | 
also see the Mobile Suits for the | 
first time as well as the Easth | 
Federation and the Zion Empire | 
and we are introduced to the , 


concept of a "new type" of human. 
That roughly summarizes the 
first 50 pages. 
The best thing about the novel 
for all fans is that, despite 


overwhelming odds, the story does 
NOT get bogged down in details. In 
fact, many points are covered twice 
within the novel in order to refresh 
the reader’s memory. While this is 
not a typical literary trait, it is quite 
useful in the context of the Gundam 
saga. 

All in all, this was a calculated 
risk for Del Rey. In my view, it 
works. The second part of the 
trilogy is due out in November and 
will probably count in at a little 
over 200 pages as The Awakening 
did. Do yourself a service, 
especially if you’re not particularly 
a Gundam fan, to read and enjoy 
this book. (From The Rose #23) 

Lynn Savage 


MISCELLANEOUS COMMENTS 


There is several magazines about 
general animation: Animato/, Animation 
Magazine, Animator. And in its May 23 
issue, Variety made a spotlight on 
animation. People are more and more 
talking about animation. Moreover, we 
will make a small survey on American 
animation in one of our next issues. 


In Animation Magazine Vol. 3, #4, 
Fred Patten talks about anime in his 
article: "Japanese Animation: The Cult 
Grows Up" (pp. 28-30). He makes a 
short historic and then talk about 
Streamline Pictures, U.S. Renditions, 
AnimEigo, Animag, and even Markalite 
(a new magazine -- I have not seen the 
first issue but #2 was scheduled for 
December -- aimed at fans of Japanese 
live action SF and fantasy cinema such 
as Godzilla and Ultraman) but not even 
a word about Protoculure Addicts! 
Shocking! It’s true that we’re still 
considered by some as a Robotech zine 
but now we are more! 


I have recently seen two episodes 
of Tiny Toons and I must admit that I 
was very surprised. The animation is of 
top quality and the story is very funny, 
in the same spirit as the old Bugs Bunny 
(even better, with a more modern sense 
of humor). I have also seen some 


extracts of Ultraman Great live-action 
series co-produced by Japan and 
Australia that will be show in the US 
next year. Again, very impressive! 
Better story than the old series, very 
average fight scenes though, but with 
some very well done monster costumes. 


PEOPLE BEHIND ANIMEIGO 


Robert J. Woodhead (program- 
mer-author of the popular computer 
adventure game series Wizardry) 
handles the high level management and 
technical duties. Roe R. Adams III 
(co-designer of Ultima Vand Wizardry 
IV) is responsible for editing 
translations as well as pre-production 
and promotional duties. Masaki Takai 
(well-know anime fan and leader of the 
Cornell University anime. fan club) 
performs various fonctions, including 
translations, checking, and promotion. 
Michael House and Shin Kurokawa are 
the translators of Madox-0] (the first 
release of AnimEigo). Janice Hindle 
and Peter Haswell handle day to day 
business management functions 
(ordering and shipping). (From an 
article by Steve Chaney published in 
The Rose #23) 

CIP 


SECRET OF BLUE WATER 


This series (aka Nadia of the 
Sea of Mystery or Fujiki no Umi n0 
Nadia) and all the promise it shows 
in the stills of the anime magazines 
has been amply fulfilled. T predict 
that it will set a standard in TV 
animation in Japan. Oh, sure, the 
animation is probably not of movie 
quality, but plotting, 
characterization, design, continuity, 
and such are way ahead of 
everything else. (John LaRue) 

This all starts at the 1889 
World Exhibition held in Paris, 
France. Nadia, a young Egyptian 
(princess?) is the star acrobatic 
performer in a circus that is there 
for the fair. On a trip through town 
one day she meets a young 


Frenchman named Jean (...). Nadia 
and Jean join Captain Nemo (...) 
aboard his submarine, the Nautilus, 
for some general adventuring here, 
there and everywhere. The vilain 
quota seems to be filled (so far) by 
a ruthless young lady named 
Grandis and her two henchmen 
(Hanson and Sanson). (Chris 
Wallace) 

The cast of characters include 
of course our two heroes, Nadia 
(who seems to know nothing about 
her origin) and Jean (a young 
inventor), but also Grandis and her 
two henchman, Captain Nemo 
(much like Jules Verne’s original 
character with a touch of Harlock), 
Electra (who knows more about 
Nadia than she tell), Gargoyle (the 
evil arch-enemy of Nemo), and 
King (Nadia’s pet lion cub). Nadia 
appears to be related to Nemo. 
(Summarized from Kevin 
O’Connell) 

Visually and in other ways, this 
series draws much of its inspiration 
from Miyazaki and Matsumoto. 
Based loosely on 20,000 Leagues 
under the Sea, the creators have 
played really fast and loose with 
both historical and technological 
parameters, to the point where it 
might best be described as occuring 


on an alternate Earth -- nominally, 
the year is 1889. Jean is an 
inventive young man in the mold of 
Miyazaki heroes like Pazu and 
Tambo. As in Laputa, Grandis and 
her brothers (sic), like Dola and her 
pirates, are villains who become 
allies and provide much of the 
comedy relief. 

Nadia, however, does not seem 
to resemble any of Miyazaki’s 
heroines. She is remarkably exotic. 
There is a hint that she might be an 
Egyptian princess. The "Blue 
Water" stone she wears, of course, 
bears a remarkably close 
resemblance to Sheeta’s "Levitation 
Stone". It has a mysterious patterns 
etched on it like those on the 
moving blocks in Laputa. Like the 
levitation stone, it has mysterious 
powers and is the key toa 
mysterious something. 

Someone has suggested the 
series be called the "New 
Adventures of Captain Gloval" 
[Someone mentioned that Nemo is 
the great-grandfather of the famous 
Russian naval officer Captain First 
Rank Bruno J. Grobal, the original 
name of Gloval in Macross]. The 
chief engineer of the Nautilus 
resembles that of the Yamato’s. 
The Nautilus looks like the Yamato 
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might have had if been redesigned 
as a sub. I would not be surprised 
if, at the end of the series, it went 


‘soaring off into space. Indeed, 


Gargoyle already has satellite 
reflectors in orbit (in 1889!) to use 
with his laser cannon. (John LaRue) 

The animation in this series is 
better than average but occasional 
short cuts leave much to be desired. 
The strength of the story and good 
characters development outweigh a 
few shoddy special effects. The 
musical score kicks! The opening 
score begins with spirit lifting 
vocals that waste no time jumping 
into a jazz beat that’s taken for a 
ride by vocals that make you 
believe there’s hope for tomorrow. 
The supporting music score and 
theme songs are all great. (Kevin 
O’Connell) 

All in all this seems to be a 
quality TV series inspired by some 
of the best animation of the past 
few years (mainly Miyazaki but 
apparently next season will be base 
on Gunbuster!). It’s produced by 
Gainax and has debuted last April. 
(Excerpt from reviews of Kevin 
O’Connell, Chris Wallace and John 
LaRue in The Rose #23) 

CIP 


MANGA 
APPLESEED BOOK 4 


Appleseed is getting tougher. 
Terrorists from Munma, a radical 
Islamic state, infiltrate Olympus and a 
renegade engineer produces a super 
(bigger) Landmate. Lance, ESWAT 
leader, picks Deunan and Briareos to 
form a special squad team to locate 
terrorists. In doing so Deunan makes 
several enemies among her teammates 
and is seat to a parallel assignment 
which seems routine until a terrorist 
tries to take Hitomi hostage. 

The Promethean Balance, the last 
part of Appleseed, premieres in 
December from Eclipse International 
and Studio Proteus. Translated by Dana 
Lewis and Toren Smith, each prestige 
format, squarebound issue will retail for 
$3.50 US and will feature original 
covers and supplemental essays and art 
by Masamune Shirow. "The 
Promethean Balance is more an action 
story, concerned mostly with city 
politics and internal events over 
international politics", said Toren 
Smith. (CBG #878) 


CIP 


APPLESEED GN 2 


Appleseed Book Two: Prometheus 
Unbound collects the five-issue second 
series of Masamune Shirow’s 
fan-favorite cyberpunk future shocker. 
Produced by Studio Proteus for Eclipse 
International, the 192-page, 
black-and-white graphic novel ships 
next January in both $12.95 US and $40 
US hardcover editions. (CBG #880) 

CIP 


DOC SMITH VS. LENSMAN 


In Locus #353, last June, Verna 
Smith Trestrail (daughter and 
executrix of E.E. "Doc" Smith) 
published the following disclaimer: 
"A comic book has recently 


appeared from Eternity Comics, 
misusing and abusing the Lensman 
characters created by my father, 
Doctor Edward E. Smith, without 


.my permission. I have no been 


consulted in any way; nor have my 
agents, James Allen and Virginia 
Kidd". 

"Eternity responded to my 
initial complaint with the statement 
that they “have no proof" that I am 
indeed Doc Smith’s daughter, own 
the copyrights, or am Executrix of 
the Edward E. Smith, PhD. Estate! 
They have suddenly come up with 
a copyright, “Edward E. Smith, 
PhD, 1990." How is this possible? I 
own all copyrights, and they are 
valid. I strongly object to them 
playing fast and loose with my 
father’s Lensman, most especially 
without my knowledge and 
permission". 

Here is a counterview on this 
issue, by Lorraine Savage (who 
spoke with Tim Eldred, writer for 
the Lensman comic by Eternity), 
published in The Rose #23 (The 
newsletter of Anime Hasshin, 
P.O. Box 132, Warren, RI 
02885): 

“According to Eldred, 
Berkeley Publishing (who owns 
the Lensman book series) 
presumably told Harmony Gold 
who in tum told Eernity Comics 
not to associate Doc Smith’s 
name with the comic, such as 
"Doc Smith’s Lensman". It is the 
fans who want to see the 
author’s name on the comic. 
| Berkeley didn’t want material 
directly adapted from the novels. 
ji So Eternity adapted from the 

| anime. They had artistic license 
from the broad parameters of he 
fF anime. But Eldred wanted to 
reflect the integrity of the 
Original story and return the lens 
‘to the original concept set in the 
|books." 
: "Smith’s estate (Trestrail) 
‘| does not exist as a financial 
entity. Everything was done 
through the publishers, not the 
people of the estate, Eldred said. 
There have been contracts going 
back, rights were made. It’s 
unfortunate that her estate wasn’t 
informed. It’s also unfortunate that 
the Japanese didn’t do a better 
adaptation of Doc Smith’s book. 
Trestrail’s complaints are actually 
based on the anime, not the comic. 
She doesn’t mention that the comic 
is based on anything else, like the 
movie.” 

"Etemity has not heard directly 
from Trestrail, said Eldred. She 
seems to have misconception about 
the issue. Eternity is upset about 
her slanderous remarks. They have 
precedence to start a lawsuit on her. 
Eldred hopes that if she’s 
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open-minded enough to follow the 
comic, she’ll see that the story is 
going away from the animated 
movie." 

"This case is similar to the 
Heinlein estate; these people don’t 
want alternate versions of their 
stories to exist unless they’re in 
other countries. Starship Troopers 
in Japan is okay." 

"Eldred sees the best solution to 
be an evolution of the comic away 
from the anime and doing 
adaptations of the original stories. 
This will depend, however, on sales 
of the Lensman comic." 


HOROBI PART TWO 


Horobi, Yoshihisa Tagami’s 
science fiction horror epic, will resume 
in December after a month’s break. Part 
One, finishing with issue #8 in 
November, ends in high suspense while 
puzzles presented early in the series 
about the ancient "demon" ESPer clan 
and dragon mythology are being solved. 
Part Two answers the mystery that is 
fundamental to the epic: the universal 
dichotomy of good and evil, and the 
origin of deities. The scale, depth, and 
excitement of the conclusion are 
unparalleled -- a must-see-for-y ourself 
shocker. Horobi Part Two will be 
seven-issue series with 64 B&W pages 
in every issue at the retail price of $4.25 
US/ $5.75 CAN. The first issue will be 
shipped on December 18. (VIZ-In #2.9) 

Horobi is not simple-minded horror 
story, as states translator Matt Thorn. 
"It’s an interpretation of history and a 
critique of the present. (...) Environ- 
mental awareness and the relationship 
of humankind to the rest of nature are 
central themes in Horobi... Tagami also 
seems to be saying something about the 
nature of gender and sexuality, but 
whatever his message may be, it is 
clearly not a simplistically feminist or 
anti-feminist one". (Viz Comics) 


MANGAITIN #6 


I have seen yet only Mangajin #1 
and 2 and issue #6 is announced for 
December! Better subscribe. The 
magazine that helps in understanding 
Japanese manga, language, and 
customs. This month’s manga comes 


from Matsumoto Reijii’s "Mu No 
Kurofune", a science fiction manga set 
in WWII about the black ship of Mu, 
"What’s Michael", "A Manual for 
Cheap Living in Tokyo", and several 
4-frame manga. This month’s interview 
is none other than Matsumoto himself, 
creator of Captain Harlock, Galaxy 
Express, and Ghost Warrior. Plus 
review of Gundam, Vol. I: Awakening 
and Inside the Robot Kingdom. 
(Diamond’s Preview) 

CIP 


NAUSICAA IS BACK 


As reported in Viz-In #6, Hayao 
Miyazaki resumed Nausicaa in Japan’s 
leading animation magazine, Animage. 
Viz recently learned that Tokuma 
Shoten plans to publish Volume 5 of the 
Japanese graphic novel version this 
October. Under agreement with 
Tokuma, Viz will start production at the 
same time. So, the long-awaited 
Nausicaa Part Three will be available in 
Spring 1991. (Viz-In #2.9) 

CIP 


NOBUNAGA 


Viz Spectrum Edition will offer us 
next Spring this historical manga about 
Nobunaga Oda, a key politician and 
thinker of the sixteenth century. The 
story is by Kazuya Kudo and the art by 
Ryoichi Ikegami (creators of Mai, the 
Psychic Girl). Originally serialized in 
the biweekly magazine Big Comics: 
Superior from 1988 to 1990, its was 
collected into nine graphic novel 


volumes. Viz will published only 
selected chapters. (Viz-In #2.9) 
CIP 


VIZ TOP GRAPHIC NOVEL LINE 


Viz is pleased to announced its 
third graphic novel line, Viz Top 
Graphic Novel. To date, Viz has 
impressed the market with its two 
graphic novel lines: Viz Graphic 
Novels, which collects classics into 
deluxe format, and Viz Spectrum 
Editions, which presents original 
“cutting-edge" manga in an elegant, 
specialized format. The Top line will 
collect popular manga high in appeal to 
younger readers and will feature an 
inexpensive and casual format (similar 
in size to Viz Graphic Novels, but 
without dust- jackets). Its first releases 
will be Xenon and Area 88 starting in 
January and March respectively, both 
being on a tentative bi-monthly 
schedule. There is even a plan to add 
some unpublished chapters to Area 88, 
more effectively ending the story. “Both 
titles did well for us when first 
published", said Viz Publisher, Seiji 
Horibuchi. “We think that packaging 
them in a more readable collection 
should only enhance their inherent 
readability". Both series will be 
approximately 180 pages at $12.95 US. 


(Viz Comics) 
CIP 


WHAT’S MICHAEL? 2 


The most popular cat comic in 
Japan (with several volumes in print at 
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more than 10 millions copies), Makoto 
Kobayashi’s What’s Michael? will 
return this Christmas in a second 
128-page B&W volume, translated by 
Dana Lewis and Toren Smith. It ships 
from Eclipse Inernational in early 
December for an on-sale date near 
Christmas and retails at $9.95 US 
softcover and $29.95 US hardcover 
editions. (CBG #882) 

Cp 


MANG Actuality 


The expected manga and manga-like 
publications for January and February: 


Dark Horse: Outlanders #26-27;, Outlanders 
GN #1. 

Eclipse: Appleseed IV .2-3; Appleseed GN #2; 
Dirty Pair Hl: A Plague of Angels #4-5; 
Lost Continent #5-6, What's Michael #2 

Epic (Marvel): Akira #28-29; Akira (TPB) 
#2 


Eternity: Captain Harlock #14-15; 
Cyberpirates #1-2; Emeraldas #3-4; 
Lensman: War of the Galaxies #4-5; 
Metal Bikini #4-5;, Ninja High School 
#25-26; Sentinels I1.8-9 

First: Lone Wolf & Cub #42-44 

lanus: Poster-Zine #1: Akira; Protoculture 
Addicts #11 

Viz: 2001 Nights #7-8; Area 88 GN #1; 
Crying Freeman 11.6-7; Cobra #12; 
Gunhed #3; HorobiII.2-3; Xenon GN #1 


Several magazines were announced 
(late) for December: Animenominous #2, 
Animag #12, AnimePlus #3, Mangajin #6, 
Markalite #2. 


Check also (in December) for the 
Robotech: The New Generation Video #1 (76 
min.) at Palladium Books, Akira pins, button 
set, T-Shirts, poster, and the Ninja High 
School T-Shirt. 
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NEXT ISSUE : 


* New Bi-Monthly Format 
* Nadia: The Secret of Blue Water 


* Harlock SSX 
Gatey of Pandragon Preview 


